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Roll up. Roll up. Kid Klown's come to town. A five level 
platform adventure with an isometric view, cartoon 
graphics, and a wicked sense of humour. Split your 
sides as bombs explode in a crazy chase that'll give 
you thumbs that are as red as your nose. For more 
information call the Nintendo Hotline. 01703 652222. 

£44.99 
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MAD, BAD AND DANGEROUS TO PLAY! 

You've seen the cover and not believed your 
eyes, now you've picked up this issue and are 
looking at this page for further evidence. 
Surely they can't have converted Killer instinct 
for the Super NES and Game Boy? Surely it 
can't be any good? Wrong! It's utterly, unbe¬ 
lievably, brilliant and we have all the proof 
needed to convince you that this is going to 
be the game of the year! Nay, the decade! 
Okay, the millenium! Turn to page 16 
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KmsrS DREMUAND 2 

IIITTrSSS BRRILLLIIIAANNTT! 

Kirby's back and Paul Davies keeps disappearing- 
with the office Game Boy. What's going on? A 
huge game area, a bigger challenge, more abili¬ 
ties and some new faces, that's what. Find out 
what's keeping Paul locked in his bedroom with 
only a Game Boy and Vaccum Cleaner for 
company on page 68. 


EARTHWORM JIM 2 

THE WORM RETURNS! 

The accusation that most platform games lack 
originality is not one you could reasonably 
aim at Earthworm Jim. So just how do Shiny 
propose to better an already damn fine prod¬ 
uct with Earthworm Jim 2? We dispatched our 
ace cub reporter, Stig "Sniffer" Merretski to 
Shiny's shiny offices to find out for ourselves. 
EXCLUSIVE report on page 78. 
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DOOM 

HURT ME PLENTY! 

Another game they said could never be con¬ 
verted for the Super NES yet, somewhat 
miraculously, has arrived pretty much gamus 
intactus. Is there no end to this machine's 
capabilities? It's fast, it's smart, it plays on a 
full screen and has more blood and guts than 
an abbatoir in peak hour. It's all on page 86. 
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Let's get the bad news out of the way 
first, shall we. There was nothing to see 
of the fabled Nintendo Ultra 64 at the 
recent E3 show in Los Angeles. Neither 
were there any sneak peeks at some of 
the games in development. Just a picture 
of the prototype machine and all-new 
logo was all. BAH! Howard Lincoln, head 
of Nintendo of America, had this to say 
about the machine's non-appearance, 
"Once we introduced Donkey Kong 
Country, I'm afraid that we redefined the 
Gold Standard for 16-Bit games and at 
the same time, we necessarily set a 
much higher quality standard for our 64- 
Bit platform." 

He went on to announce that the chipset 


is fully complete and is ready 
ship and the machine will 
launch in the States and 
Europe in April 1996 to allow 
the various developers time 
to meet this new standard. 
But hang on a mo' - the 
NU64 is still expected to 
be revealed with complet¬ 
ed games at the 
Shoshinkai in November, 
for a December release 
in Japan. So are we to 
suppose that the 
Japanese don't have 
"Gold Standards" to 
be raised? Hmmm. 
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HEY, GOOD LOOKING! 

So this is what it looks like, eh? Let us take a 
moment or two to ponder the machine's sinu¬ 
ous curves, those sturdy pillar-like legs that 
refer rather wittily to late 19th century neo¬ 
classical architecture, the logo that is at once 
forward looking yet would almost as easily be 
at home in any Art Deco piece... Blimey! What 
am I going on about? Handsome beast though, 
isn't it. What's more it has four - that's four - 
joystick ports and an expansion slot hidden 
about its person somewhere too - just in case 
Nintendo decide to add that fabled CD drive (a 
matter which Howard Lincoln would not deny 
Nintendo were still investigating). On the 
matter of joysticks, you may notice that there 
are none in shown the picture. The given rea¬ 
son for their absence is that they are very revo¬ 
lutionary and showing them would give too 
much away about the nature of the NU64's 
games. Of the machine, Tom Jermoluk of 
Silicon Graphics had this to say, "With the 
graphics and audio generated by the final 
chipset. I'd say even we're amazed. Now this 
breakthrough 3D graphics technology needs to 
be translated into video games which take full 
advantage of the power of the Silicon 
Graphics/MIPS chip". Tim Stamper of Rare 
added "Once the world's video game develop¬ 
ers spend the time exploring this incredible 
Nintendo Ultra 64 chipset, you'll see gaming 
jump far beyond anything that currently exists 
on any platform." Food for thought indeed! 


SERIAL KILLEi 


You might be wondering at this point what's going to happen with Killer 
Instinct on the NU64 - it was supposed to be the big game at the machine's 
launch, after all. We can EXCLUSIVELY reveal that Rare are currently working 
on Killer Instinct 2! You see - every cloud does have a silver lining. 


HiHDsammN nmm mm 

The head!ine says it all - Mindscape are the latest software house to join 
Nintendo's famed "Dream team" of developers for the NU64. And they've got 
an exciting game in production too, that's guaranteed to please sports and 

horror fans alike. It's called Monster Dunk and it's a two-on- 
two basketball game with several very spooky twists. For 
starters the contestants are all famous monsters, each having 
several special moves and super dunk manoeuvres. One 
character, for instance, morphs into a vampire bat in order to 
slam one home - wonder who that could be? Secondly, the 
basketball court itself is possessed and throws up random haz¬ 
ards, such as grabbing hands, that try to impede progress. 

The game also boasts that it makes full use of the 
NU64's 3D capabilities and, given the four Joypad 
ports, should be four-player compatible too. Should 
give Jam fans something to drool over! 


(ABOVE) Oh yes, madam. 
These are actual screenshots 
from the Super NES version 
of Killer Instinct. More in 
our EXCLUSIVE feature. 
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GAMES 

FROM m 61MVF 

The Game Boy is similarly well supported in the 
second half of the year with Nintendo releasing 
the machine in five very cool new colours, 
including the tres chic see-through version, and 
a host of new games. Actually, "New" is not a 
word you could honestly apply to some of the 
upcoming titles. Tm talking about the Arcade 
Classic series and some of these titles are older 
than me! Each of these "new" carts features 
two classics of yesteryear and first out of the 
gate in August is Asteroids and Missile 
Command closely followed by Centipede and 
Millipede. September sees the release of the 
best one of the bunch - Galago, backed with 
the Galaxian. Both are arcade perfect and thor¬ 
oughly ace. The final release of the series in 
October is Williams' groundbreaking blaster. 
Defender, sharing cart space with another 
Williams classic, the ostrich-tastic Joust. 

Start stockpiling those batteries now! 


THE SUPER HES 
STAMP OF SUPERIORITY 

Throughout his press conference Nintendo boss, 

Howard Linco!n, made a point of reassuring a!! 

Super NES owners that their future was a secure 
one. !n that respect he was certain!y correct and 
there was plenty of good product on show at the 
Nintendo stand. Taking pride of place was Rare's 
conversion of their ace beat 'em up. Killer Instinct. 

To say that it stole the show is something of a 
gross understatement. Its looks are nigh on arcade 
perfect, plays like a dream and is due out at the 
end of August. There's an EXCLUSIVE look at the 
game in this very issue, with proper pics of the 
game - none of your over-the-shoulder video cam¬ 
era nonsense here matey. Nintendo UK have just 
announced a September release date. 

Also on show was the much-anticipated sequel to 
Donkey Kong Country which, coincidentally, has 
become the biggest selling game of all time - on 
any format. It's now going by the title of Diddy's 
Kong Quest (geddit?) and there's no sign of good 
old DK in it whatsoever. He's been kidnapped and 
is being held In the castle of the evil King K Rool. 

So it falls to DIddy and his new friend, Dixie, to set 
about rescuing him. Featuring improved gameplay 
and even lusher graphics than DKC, the game is expected to 
launch some time around late November. 

Elsewhere on their capacious stand Nintendo were showing 
off their FX helicopter game, Comanche, which Is due this 
Autumn. The Peanuts-style RPG Earthbound was also knock¬ 
ing around too. It's already out in the States and is due on 
these shores also this Autumn, and in a large Metroid-type 
box complete with special hints booklet. Cool. 
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BANTAM BATTLERS 


While we're on the 
subject of beat 'em 
ups I thought I might 
make a small mention 
of another arcade 
conversion heading 
Boy-wards this 
Autumn. It's a fun 
little game you may 
have heard of that 
was quite popular in 
some corners a 
while ago. It's called 
Street Fighter 2. It 
features all eight 
fighters of the origi¬ 
nal and has three 
play modes. It's 
pretty arcade per¬ 
fect and I don't 
think I need say any more than 
thnt n^nliv Hn I 


KOMPACT KILLERS 

Chuff me! As if Killer Instinct on the Super NES wasn't big enough 
news, Nintendo have also announced a version for the Game Boy 
too. Just like Donkey Kong Land, the graphics were created on SGI 
workstations and then compressed to give some very detailed 
sprites indeed. And the wonders don't cease there either - this little 
version features all the characters and all the moves of the arcade 
original. And flip me if it doesn't have a two-player link up option 
too. Expect it this Autumn. 


SUPERSTAR SOCCER 2 

Konami had quite a sizeable presence at the E3 but, as was 
the case all over the show, not much was new for the Super 
NES. Well that's a slight porky, they had Castlevania 5, now 
called Vampire's Kiss which you can see in our EXCLUSIVE 
WIP elsewhere this issue. They were also demonstrating the 
Super NES version of their cool arcade Basketball game. Run 
and Gun, which was looking pretty good. But when the PR 
slave pulled an early copy of International Superstar Soccer 
Deluxe out his pocket, well, we nearly dropped our collective 
bacon sandwiches. It's only about 60% complete and it's 
absolutely brilliant! For a kick off the 16 Meg cart now has 
38 International teams in four groups - Europe being the 
largest. There are twice as many voice samples as before, 16 
formations and eight different strategies to apply, each indi¬ 
vidual player is fully editable so, even in an all-out attack you 
can select players to stay in position. Did I mention that it will 
have a battery backup and that it's four-player compatible? 
No? What about the new player abilities, like being able to 
jump over sliding tackles, and the fact that the game itself is 
faster, better animated and now understands the rules a bit 
better - let's face it, as brilliant as ISS is, it doesn't know an 
offside from Adam. All that remains to say is that it's due out 
at the start of the new season and it's going to be under £50 
too. Do we like that loads! 




















































Also taking rather a large amount of floor space at the show was 
Nintendo's much-vaunted Virtual Boy . Nintendo of America have 
announced a release date of August the 14th and a price tag of $179.95 
and five games available at launch, each priced at $39.99. In fact, so con¬ 
fident are they of the machine's success that they're backing it up with a 
multi-million dollar campaign and a special deal with the Blockbuster 
i Video chain. From August, spawny Americans will be able to rent the 
i machine for three nights with three games for $9.99. If they are suitably 
\ impressed they can claim a $10 cash-back voucher. Alas Nintendo UK 
I have no such plans and haven't even made up their minds whether 
I they'll launch the machine yet. Here's a look at the games on show... 

red ALARM:This is the one that we previously 
called the "Starwing" game. It's another battle 
against aliens with the player's craft able to fly 
wherever the chuff they want. The depth feels 
good although the wireframe nature of the 
graphics causes 


TELEROBOXER:This title pits 
the player against a series of 
robotic adversaries in an inter- 
galactic fight to the death. Well, 
to a very nasty bruising at least, 
A bit like a cybotic Punchout 
and quite a laugh. 


(ALL AROUND) 
Please forgive 
the dodgy 
nature of these 
pics. Nintendo 
are still working 
out a way to get 
proper shots. 















GALACTIC PINBALLrThe object 
of the game is to save the v/orld 
from alien invaders. So it seems 
a little odd to try and achieve 
the task by spanging a puck-like 
pinball around four spacy pinta- 
bles. The 3D effect is especially 
good on this one. 



MARIO'S DREAM TENNIS:This 

title manages what all other 
tennis games would love to 
achieve - a proper 3D effect. 

All the shots are available, as 
are a selection of Mario char¬ 
acters. Better still there's a two- 
player link-up option, great if 
you can find anyone else with a 
Virtual Boy! 


WARIO CRUISEiWario's back in 
a new adventure that features 
four tough levels each consist¬ 
ing three stages. The boss sec¬ 
tions use the Virtual Boy's 3D 
routines particularly well. 


AAARIO CLASH:Based on the 
original Mario Bros game but 
with a novel twist - the enemies 
come from, heck, everywhere. 
Mario is able to throw shells and 
jump in all directions which, 
given the multi-directional nature 
of his foes, is pretty useful really. 



VERTICAL FORCEiNow I really 
liked this one. On the face of it, 
it's a fairly basic vertical blaster 
- until you realise that the ship 
is able to zoom between the 3D 
layers. A good trick is to leave 
the Option ship on the bottom 
layer while you blast away at 
the top. Very tricky and very 
enjoyable. 



(BELOW) No, it's not Wario Cruise - 
we couldn't get a decent enough 
shot of that. It's the untitled Mario 
game. It looks very promising and 
uses the 3D to good effect. 
Strangely, it was absent from the E3 



If you are still in any doubt of Nintendo's commitment to this 
machine, digest this little fact - there are currently 100, count 
'em, teams signed up to develop products with more joining 
almost daily. Of those already onboard a few were showing 
their wares at the show. Hudsonsoft had Panic Bomber, a con¬ 
version of their forthcoming Super NES title (NMS 32) as well 
as Vertical Force. T and E Soft, unsurprisingly had a Golf game 
and Kemco showed Virtual League Baseball. Not at the show 
but currently in development are two titles from Bulletproof - 
VI Tetris and Faceball, Waterworld from Ocean and Devil 
Busters from Atius. We can also expect a brace of products 
from T*HQ - Return of the Jedi or Urban Strike perhaps? 
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FROM THE PLAHET ZOG 

Playmates had rather a large stand at the E3 with 
much of it given over to Shiny's brilliant 
Earthworm Jim 2. Other items on display had a 
distinctly comic book feel to them. First up is Wild 
C.A.T.S on the Super NES. The game is based on 
the cartoon creations of Jim Lee - whoever he is. 
it's a platform beat 'em up/blaster with one play¬ 
er taking control of the C.A.Ts in an attempt to 
thwart the evil Helspont. Er, right. Next we have 
Mutant Chronicles: Doomtrooper in which a one 
or two players take on the role of the titular 
trooper in a blast frenzy somewhat akin to 
Contra. And finally a familiar face - Star Trek 
Deep Space 9. Thankfully not a platform game 
but a strategy space explore 'em up, with the 
player adopting the mantle of four of the show's 
top characters. More next month. 


CAPCOMCOMA 

Capcom were celebrating their 10th birthday at the E3, there was, however, little to 
celebrate in terms of their upcoming Super NES software. No sign of Street Fighter 
the Movie, Street Fighter Legends and definitely no Darkstalkers. Worse still, the 16 
bit stuff they are bringing out wasn't even on show. So No Megaman X3 (which uses 
the C4 chip), X-Men 2 were washing their hair and the only other product they would 
talk about was Breath Of Fire 2, seen here. Fascinating. 


ROBO WARS 

Activision are another of those companies dropping the Super NES like some¬ 
thing the dog did. They did, however, have one new product for the ailing 
machine - Battletech. The game has one or two players taking control of a heavi¬ 
ly armoured and massively tooled up Assault Suit - the Madcat Heavy Omnitech - 
in a savage battle across five hostile planets against other, similarly frightening, 
droids of the 31st century. More soon. Transmission ends...Bzzzzp. 


WHAM BAM, 
THANK YOU SPAM! 

Games with daft titles have always 
been popular. And so, following hot 
on the heels of Earthworm Jim, the 
Mutant Ninja Turtles and Donkey 
Kong come the Power Piggs of the 
Dark Age. I now have a small 
confession to make - I have 
absolutely no idea what the 
game is like. However, I'd say 
it's a fair chance that some 
sort of platformer will be the 
order of this particular day. 

More soon. 
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BEST PUaLER BfER!? 


As big media companies go, few are much bigger than the mighty Viacom, so 
what better company to deliver what is promising to be the best, most addictive 
puzzle game ever - Zoop. A strong claim indeed! The game itself, like all great 
puzzlers, has a very simple concept The player takes control of a little coloured 
ship in the centre of the screen. From the outside, various coloured shapes move 
in. The aim is to blast these shapes away before they crowd the player out. 
Problem is that the shooter is constantly changing colour and can only destroy 
shapes of a similar colour. Fiendish, what! October is the proffered release date, 
but we should have more next month. 


Platform game alert! And, whi!e we're at it, 
Inflated Claim alert too. It's that lot at Viacom 
again and this time they're shouting the praises 
of Phantom 2040. The Phantom of the title is, yoi 
see, the world's most popular comic book charac 
ter. Well I've never heard of him. Anyway, the 
game is boasting some fine animation and 
graphics by the character's creator himself, one 
Peter Chung, never heard of him either. It's big 
though - seven huge stages broken up into sixty 
speedy levels of futuristic world-saving action. 
Apparently there are some 20 different possible 
endings too. I think another lawks is in order. 


If you were flipped out by Jurassic Park, tremble, for the 
mighty imagination of Michael Crichton has been at it again 
and produced the story for what is sure to be the Summer's 
hot movie. It's Congo - Descent into Zinj, and it tells the 
chilling tale of an ill-fated expedition to find the lost city of 
Zinj with an interesting sub-plot involving some big, hairy 
Gorillas that have developed a sinister intelligence. Expect 
much monkey business and unconvincing men in ape suits. 

Oh yeah, and Viacom are making a game about it too. Lawks^ 
a movie licence! Late summer is the release apparently. 


BING SINGS 
BUT WALT DISNEY 


Once upon a time most Disney licences used to go 
through Virgin. And what a lucrative little deal it was. 
These days Disney have their own software develop¬ 
ment teams and a couple of interesting new titles in 
the pipeline. First up is a very politically correct title 
based upon their forthcoming full-length animation, 
L Pocahontas. In this title the player is Pocahontas, a 
^ brave native American girl. Her task is to prevent 
a war breaking out between her people and the 
English settlers. Apparently it's the first game 
where the object is stop violence occurring. 

Oh well. The second title on offer is more 
V the sort of thing we're used to. It's based 

on the Gargoyles cartoon series. This 24 
boasts a large array of attacks 
^ as the player fights his or her Gargoyle 1 

through 18 stages of relentless car- 1 
fe; nage. it's due out in October with I 

K' Pocahontas following a month later. 
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I daresay by now you'll have heard the news - definitely no NU64 until April '96 at the 
earliest. It wasn't on show at the E3 as we'd all been lead to believe. That wasn't to say 
that Nintendo didn't have a few surprises up their technology-witholding sleeves. And 
what bigger surprise than KILLER INSTINCT on the Super NES. There were some who 
said it couldn't even be done on the NU64 let alone a puny 16 bit machine like the 
Super NES. What's more, it's brilliant. The graphics, as you will see, are Incredible 
but, more Impressively, the gameplay has survived intact from the brilliant coin-op, 
and not a hint of slow-down. We are the ONLY UK AAAGAZINE to 
have screenshots straight off the actual game. Not from promo 
material or dodgy hand-held camera footage. Whilst we're boasting, 
may I draw your attention to our WORLD EXCLUSIVE review booklet 
of Donkey Kong Land on the Game Boy. Believe it or not, it's better 
than DKCM! Elsewhere we have top features on Super NES Doom, 
MK3, Diddy's Kong Quest, Kirby 2 and Earthworm Jim 
2. Basically, If it's any good we've got It and 
got it good. I love it when an issue 
comes together. 
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ANDY 


NINTENDO PEOPLE SYSTEM 

Reading the newly revised guide 
to talking Ga is enough to make 
most grown men cringe - worse 
still is to witness the new Gareth 
in action. However, we at NMS 
are made of much sterner stuff. 
Besides which we've had a 
bit longer to get used to ^ 

it. So what is it, then, 
that reduces us to / 
quivering piles of / JfjjK 
ielly?.. / M 


ANDY MCViniE 
If there's one thing guaranteed to 
set Andy's teeth on edge it is the 
texture of acrylic jumpers when 
scraped between the teetli. "Wool 
Lm fine with," adds our esteemed 
Ed, in earnest. "Some wool/cotton 
mixes are okay too. But I must 
draw the line at polycot- 
CX tons and other synthet- 
\ ics." Sounds reason- 
\ able enough but, 
p.ciy toll, just what 


COMPETITION RULES: EMAP Images and Nintendo employees and their 
immediate families aren't allowed to enter any NMS competitions. The 
Editor's decision is final, beyond reproach and, like, the letter of the law 
as far as NMS is concerned. 
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Some millennia ago we proposed a feature about all your 
Nintendo fanzines. The response we received was out- 
standing but, in the truest of NMS traditions, the feature 
was promptly forgotten about and the cleaners threw all 
. the entries away. Gnnh! Anyway, undeterred, we thought 

^ we'd give it another go. So, here 

A to kick the season off is NIN- 

■ TENDO FANZINE SYSTEM from 

V the creative computers of 

^ Edward Reed and Richard 

Whitelock. It's a phunny photo- 
copied affair, but is fully up-to- 
date with all the latest news, 
reviews and such, and it features 
pics not seen before in NMS - mainly 
because they cut other mags up to get 
'em. Richard and Edward apparently put this 
first issue together when they should have 
been revising for their GCSEs. Re-sits ahoy! 

NFS doesn't appear to have a cover price, 
but copies can be obtained from 33 
Sunnybank Road, Widmer End, High 
Wycombe, Bucks, HPl 5 6EA. They're 
also offering an "Expert" guide to DKC 
and SF2 for £1.50. However you've got 
to send them the tape and a sturdy SAE. 

Sounds like extremely shoddy value to 
us, but we're sending a couple of T- 
shirts to them for their cheek. Other suit¬ 
ably cheap prizes are on offer to all those other 
'Zines we feature so get 'em sent to: THIS IS THE 'ZINE 
SUPREME, NMS, Priory Court, 30-32 Farringdon Lane, London ECIR 3AU. 


mm TO TAIKIHC GJk 
POSTSCRIPT 

No! It cannot be! Something horrible has happened to the Hard-Rod - our 
beloved and much feared "Ga". From the very moment the wedding ring 
slipped onto his finger his posture slouched, his expression glazed over and 
his voice took on an altogether softer timbre. Here then is the newly revised 
guide to some of the Ga or Gareth Poopie Bom-Boms, as he now insists on 
being addressed, we have learned in previous issues. 

GA GA-GA 

"Vudd-Vudd" "Huv/wo dare, how are 'oo too-day" 

"Sharoo!" "Aw lookit the likkie pwetty birdies in da 

twees" 

"Wotcha Hog-nuts!" "Oos a wuvw/y Ikky-likky fwuffy kitten den" 

"Alright Quilt-child!" "Shiggy-wiggertons want his wittle tummy 

tikky..." 

"Parsnips!" "Ooooooooooh....flip!" 

That's it! I can't go on any more! Fetch me my revolver. Come on now 
Gareth, don't fight it sonny - you know It's for your own good... 


RATINGS GUIDE 


70-79 


The Dark One tempted you, and often you were fooled. But 
you struggled for your soul and won. Take these broken 
wings and learn to fly again, learn to fly so free...ahem. 


60-69 


Tut. Tut. Did you never listen to my prophets? Even the most 
industrial of adhesives cannot mend your broken wings. Mr. 
Mister, take this soul and place it in the Middle Earth. It must 
think upon itself awhile. 


50-59 


I see only waste here. Not once did you adhere to the holy 
signs. Not once did you confess your sins. Not once did you 
have tea with the Rector. Now the time for atonement is 
here. Purgatory! 


40-49 


Your eyes always turned downwards, to the palace of dark¬ 
ness. Easy gratification was all that ever mattered to you. I 
command you down with a commanding voice and angry 
eyebrows! 


GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY 
AWARDED THE NMS KIPPER OF COMMISERATION, THE 
ACKNOWLEDGED BENCHMARK OF BADNESS 
So, you didn't believe eh? You found the whole idea 'a bit of 
a laugh'. You used to rip the mick out of 'Highway To 
Heaven' eh? No more jokes satan's child! It's time to turn up 
the heat! 


20-29 


That you should have walked on God's earth! An abomina¬ 
tion, that's what you are! See these fingers? See this light¬ 
ning? See ya smart ass! 


0-19 


So, it is the Dark Angel himself! I expected to see you again 
sometime. By the way, I was meaning to ask you, where do 
you get those fabulous outfits? 


GARY HARROD 

Gareth is currently in that state of 
reverie known as "Marital Bliss". 
Thus, when asked what thing it was 
that was most likely to spoil his 
day, he looked down, benevo- 
lently, from his fluffy cloud / 
and imparted the following / 
pearls of wisdom. "Let / 
peace be upon you all. Let j ^ 

there be birds in the trees, I 
fluffy kittens in their bas- \ 
kets and let flowers cover \ I 
the ground upon which ye \ .^1 
walk. Now chuff off with 
— your crap questions, 

I'm busy!" Good to 
see some things 
haven't changed... 
CURRENT FAVE 
GAMES: Super 
Under-The-Thumb 
Fighter 2, 

Dishwasher Legends, 
King of Housework 
'95 


PAUL DAVIES 
PAUL "GRITTY" DAVIES 
Ah, the joys of communal living! 
There's one thing that makes 

- the hairs on Paul's arms 

stand to attention and 
^ it's running a nice 
\ hot bath, sitting 
\ down for a lovely, 
'S \ long soak only to 

» I feel the scrape of 

3 j what feels like grit 
^ / beneath his cheeks. 

/ Arrgh! His flatmates 
V haven't cleaned the 

*— bath after they'd last used 
it! Paul also sites mystery hairs 
embedded in the soap 
for a similarly boak- 
worthy experience. / 

Think I'm going to / ^ 

gag... / .> 

CURRENT FAVE 1 ; - 

GAMES; Donkey ^ 

Kong Land, Kirby 2, \ 

Kirby's Avalanche 


PETER BARRELL 

PETE "ONE LUMP OR TWO" BARRELL 
Pete's a bit of a socialite and, as 
such, is always visiting friends, going 
to dinner parties and the like. But 
there is one social "faux-pas" which 
the Petester finds very hard to 
forgive. Picture the scene: 

You've just enjoyed a very / 
pleasant meal when the / 
host suggests a nice cup / 
of tea to round the I 

evening off. What a \ 

great idea - tea = best \ i 
drink of the day, after all. 

That is unless it's served out 
of a dirty cup stained with the 
brown residue of a million ancient 
cuppas, someone's lipstick traces 
\ around the rim and made with 
A sterilised milk that is fast con- 
gealing into chewy, milky 
"""I tumours. Blooork! 

J CURRENT FAVE GAMES: Donkey 
/ Kong Land, Probotector, Beavis 
and Butt-Head 


PAULI BUFTON 
THE RIGHT HON. PAUL BUFTON 
There's not alot in this world of 
ours with the capacity to weaken 
Sir Tufton of Bufton Hall's stiff 
upper lip. Well, apart from having 
to share the same airspace as 
common "oiks" at the opera 
\ and other such highfalutin 
\ occasions. "Once I was at 
\ the Derby," begins 
^ .• I Paulington, "when my 

K ' j glass of champers was 
H / knocked to the floor. It 
f y was merely an accident 
but, as the other chap was 
licking my shoes clean, I swear I 
picked up the hint of a regional 
accent. Could have been a day¬ 
boy, I suppose, but the blighter still 
had no right to be there - they 
have greyhound tracks for people 
like that!" Damned poor show, eh 
readers! CURRENT FAVE GAMES: 
Earthworm Jim GB, Donkey Kong 
Land, Doom 


80-89 


A benevolent smile is delicately bestowed upon you. Only 
once did you stray from the path, and you learnt to be hum¬ 
ble my child. Cross yourself, pray a little and join your eternal 
brethren! 


ANY GAME SCORING 90 PER CENT OR ABOVE IS IMMEDIATELY 
AWARDED THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS 
RECOMMENDED AND ABSOLUTE MUST BUYS. 

Heaven and all creation bless you my son. I have looked 
down from his cloudy armchair and chosen you as one of the 
angels to take flight upon an ether of infinite bliss, and sit by 
my side on a suitably fluffy cushion! 
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Y ou've been hearing that Kl was to be one of the first games 
to launch with the NU 64, so why is Nintendo coming out 
with a 16-bit version? The explanation is two-fold, involv¬ 
ing both software and hardware technology. 

As the video industry has rapidly evolved, only the developers who 
have kept up with the ever-changing technology have been successful. 
The developers at Rare have done more than simply keep up—they've 
broken new ground with titles like Killer Instinct and Donkey Kong 
Country. While working on DKC and other projects, they developed new 
compression techniques that they realised would be useful in creating 
the home version of Killer Instinct. And the techniques they used to score 
DKC's incredible soundtrack were perfect for reproducing the killer 
music and sound effects from the arcade version of Kl. (More on that 
later.) The thinking was, "If we can produce Kl for the Super NES now, 
why not do it?" 

As for hardware, the NU 64 is promising to be even better than 
expected, which has had Rare's developers, and the fighting-game 


gurus here at Nintendo, 
thinking of all sorts of 
ways to improve on the 
arcade version of Kl. 
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It’s the news you’ve all been waiting for: Killer 
Instinct is coming home, complete with all of the 
killer combos and danger moves that have made it 
this year’s biggest coin-gobbler at arcades world¬ 
wide. And it’s coming sooner than you might have 
expected, because this graphic feast isn’t some 
glitzy, next-generation showcase game — believe it 
or not, this version is 16 -bit, exciusiveiy for the 
Super NES, of course. 

Fulgore. Jago. Riptor. Even Eyedol. AH of the origi¬ 
nal characters will be there, complete with the 
moves that have gained them arcade fame. The 
moves are shut-your-mouth smooth, the graphics 



(RIGHT) The cut 
sequences in Super NES 
Kl aren't animated. But, 
when they look like this, 
WHO CARES!!! 


(BELOW) Orchid kicks 
into a Brutal combo 
sequence against Riptor. 
As you can see, there's 
no detail spared. 
Riptor's still very much 
the worse for wear! 


are unbeiievabiy siick, and best of all, it’ll be play¬ 
ing on your Super NES, starting in September. 
Is this killer news or what? 



Since the hardware technology made it possible, it 
seemed like a waste not to make the NU 64 version 
even better. 

The question everyone's asking is whether or not 
the Super NES version is, in fact, just like the arcade 
game. The answer: Yes and no, but mostly yes. 
What they've crammed into this 32-meg cartridge 
is nothing short of amazing. All of the screen shots 
you see here come from the Super NES game. 
Nothing's been tamed. Nothing's been "watered 
down." All of the characters will be there, and 
they'll be able to perform all of the same moves that 
they do in the arcade version. All of the combos. 


^‘And all of the special moves are in there, 
even Riptor's 30-hit Ultra. J' 




to 

























f (LEFT) Some 
doubted it 
would look 
J this good on 
I NU 64. But 
f with the Super 
NES capable of 
all this, what 
kind of monster 
is there coming 
down the line!!! 


All of the Danger Moves. And all of the special 
moves are in there, even Riptor's 30-hit Ultra 
(including, of course, his post-combo _ 

breaker triple juggle). What is different is 
the control. It will take a little getting used 
to, especially if you've put in hours on 
arcade machines, but, if anything, moves 
will be slightly easier to execute in the Super 
NES version. (The fighting purists who 
designed the game "loosened up" the special 
moves—they didn't want players' ability to 
win to be dependent on their ability to do spe- 
cial moves.) Players using six-button joysticks 
should have absolutely no problem adjusting, 
and arcade fanatics with nimble fingers will 
easily adapt to using a regular controller. H 


If you’re wondering how the Super NES music and 
sound effects measure up against the arcade 
version, listen up! The first Stateside shipment of 
Super NES Killer Instinct games, approximately 2 
million of them, will be packed with Killer Cuts, a 
limited-edition CD. That’s how good the techno 
soundtrack is. The CD features 15 tracks, all remixed 
from the game, plus one secret “humiliation” cut 
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more detail in the backgrounds of the Super 
NES version. Because of the advanced com¬ 
pression techniques, backgrounds that faded 
to darkness in the arcade version are fully 
rendered in the 16-bit version. Check out 
Jago's level to see what we mean. 

In describing some of the techniques 
that give the game its detail, Lobb says, 
"Sometimes the emulation of reality is better 
than reality." You'll see birds on the wing, 
clouds blowing through in both directions, 
and in the Fulgore level, you'll see swinging 
lights, reminiscent of DKC, that change the 
colours of the objects they strike. The Super 
NES version uses both line scrolling and 
parallax scrolling, and you'll also see 

detailed foregrounds that 
were absent from the arcade 
version. (Take a look at the 
spikes in the Eyedol level.) 
Other features which have 
so amazed NMS are the 
faithful reproductions of 
Alias special effects such as 
the solar flares gleaming 
from Glacius' 'Shock 
Wave'; B Orchid's 
'Lasaken' and 'Fire Cat', 
and Chief Thunder's 
'Fiery Phoenix'. Plus the 
deadly fluidity of 
Glacius' 'Liquidize' 
manoeuvre, or Cinder's 
'Heatsink'. We think 
you get the idea by 
now. There really is 
very little difference 
between Super NES 
and Arcade Kl! 


K! Feeling 

The Way U Move 

Controlling 

Transmission 

Oh Yeah 

It's a Jungle 

Do It Now 

Full-bore 

The Instinct 

Yo! Check This Out 

Freeze 

Trailblazer 

Tootb & Claw 

Ya Ha Haa 

Rumble 

The Extreme 
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One of the most amazing details 
in this new version is the use of 
reflection. 

If you look closely at the back¬ 
ground in Riptor's level of the 
arcade game, you'll see reflec¬ 
tions of the pillars on the floor. 
When the development team met 
to talk about the 16-bit version, 
some members said, "That's real¬ 
ly cool. If we can make reflections 
for the poles, why can't we make 
reflections for the characters?" 
The programmers said that it was 
impossible—then they turned 
around and did it. So in the Super 
NES version, you'll see amazingly 
detailed reflections of the charac¬ 
ters that mirror their movements 
exactly as they step, kick, fall and 
jump up. The fact that they simply 


KILLER QUIPS! 

In the heat of the battle, you probably pay only passing atten¬ 
tion to the expressions used and sounds made by the different 
fighters. For those of you who've tried to figure out what they're 
saying, though, we talked to Ken Lobb and others who worked 
on the game for an explanation. 

B. Orchid 

The voice of Japan's most dangerous spy is Keiko Tamura 
(a.k.a. Bomberwoman), who works at Nintendo of America. 
Most of her expressions are straightforward translations from 
Japanese. 

Lasa-ken: Orchid's projectile is the Lasa-ken. According to 
Keiko, Lasa means laser and Ken means sword. 

Ichi-ni-san: It's the oT one-two-three, ichi meaning one, ni 
two and san three. This expression is usually heard only by 
those foolish—or unlucky—enough to let Orchid initiate a dead¬ 
ly combo; there is, however, another way to do this move! 

Moeru Hyo: Means ‘‘burning panther." Originally, the plan 
was for Orchid to say this when she morphed into the panther. 


(LEFT) 

Recognise this 
little number? 
Yes it's Fulgore 
wearing his 
'Ultimate 
Combo' party 
gear. Anyone 
care for a game 
of 'Pass the 
Nuclear 
Warhead'? 


(LEFT) Ah, mon 
cherie! Your 
hands... they 
are beautifulll! 

(FAR RIGHT) 

TJ falls foul of 
Glad us and his 
cruel combo 
techniques. 
Those pitchers in 
the foreground 
by TJ's feet - 
they're not in 
the coin-op. 
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but when the product testers thought about it, they decided that 

nobody could speak while morphing into another object or I j j 11 11 

thing (who knew?). They really liked the expression, though, so ^ J m 11 m 111 i 11 
they decided to use it as part of Orchid's combo. 

Chief Thunder 

Ken Lobb is the voice behind Chief Thunder. His voice was sampled during some late- 
night sessions at Rare's studio in Twycross, England. When he had to come up with 
expressions that sounded as if they might be of Native American origin, he called not 
upon his knowledge of linguistics (!?) but on experience. 

Phoenix: Of course, the Phoenix really is the mythical burning bird, so it was an 
appropriate choice for Chief Thunder's flaming specialty move. Perhaps it's Just a coin¬ 
cidence that Lobb attended college in Phoenix, Arizona. 

Sammamish: The Sammamish tribe once inhabited the area that is now Redmond, 
Washington, where Nintendo headquarters is located. Lobb was either calling on his 
knowledge of Washington State history when he came up with Thunder's expression or 
thinking of the lake (named for the tribe) that he drives by on his way to work daily. 
Tomahawk: In early versions of the game. Chief Thunder's projectile was a toma¬ 


hawk; the Phoenix came later. The Phoenix looked cool, so it stayed. Later, when the 
aerial attack was created, they tagged it with the Tomahawk expression. 

Fulgore 

Although Fulgore doesn't utter any intelligible expressions, the origin of his sound 
effects is interesting: They're samples of squealing pigs from Rare's vast sound library. 




hadn't thought of this detail for the arcade 
version really has the team thinking—just 
wait until you see some of the details 
they'll include in NU 64 games! 

On the Super NES, programmers 
couldn't reproduce the scaling effect used 
in the arcade version or the full-motion 
video sequences at the beginning and end 
of matches; instead, they rendered the 
best shots from the sequences in impres¬ 
sive, 256-colour scenes. There are also 
more colour palettes to choose from for 
each character in this version, and now, 
when you win, the palette you selected will 
show up in your victory scene, another 
improvement over the arcade game. 

All in all, from killer play control to 
great graphics and sound, everything you 
expect from Killer Instinct is there in the 
Super NES version, and you won't have to 
stand in line to play - unless you have lots 
of friends over, and when they find out you 
have Kl at your house, that's where the 
line's likely to form. Because, starting in 
September, the arcade comes home. 
When this happens, one thing's for certain 
- you'll read all about it here in NMS first. 
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When Dinosaurs ruled the Earth things were alot 
different. You could leave your doors unlocked for a 

kick off, Mars Bars were a __ 

lot higger, Curly Wurlys P-i 

were only three pence and > ^ 

you could eat a 12 course 

feast, buy a new suit and 

still have change front a 

quid. Alas, they had tiny 

brains, inflation ran riot i 

and they had to die! i - 


In Jurassic Park it took top / " 

scientific minds years and t _ - 

millions in research to ' ^— 

resurrect these mighty behemoths. 

They needn't have bothered. All they really 
needed was a freak meteorite strike to 
unlock the beasts from suspended animation 
somewhere under the ice cap - just like in 
Time Warner's upcoming one or two-player 
beat 'em up. Primal Rage. Seven of these very 
reanimated raging rucksters are currently 
embroiled in an almighty battle. Each has, 
through fear and threat of being eaten, gar¬ 
nered large tribes of human worshippers. 
However, there can be only one supreme 
Dinosaur. Which one will it be? The foul-bot¬ 
tomed Chaos? The spikey Armadon? Or the 
terrifying Talon? Only you can decide... 


GAME DATA 




• GAME: PRIMAL RAGE 

• BY: TIME WARNER 

• RELEASE: AUGUST 

• GAME TYPE: BEAT EM’ UP 

• PLAYERS: 1-2 

• CART SIZE: 24 MEG 










JURASSIC JACKSI JAPERY 

Where Mortal Kombat whetted the bloodthirstiest of appetites with 
its gallons of gore, Primal Rage attempts to impress in a whole 
new, rather toiletular manner. It seems that, of each contestant's 

special moves, at least one is, _ _ _ 

well, disgusting. Chaos, the half 
brother of apelike Blizzard, has a 

green And gaseous Fart of Fury, ^ ^ ^ 

while one of the other characters 

simply ups and takes a leak over ' ’ 

the other player - without so ^ " 

much as a by your leave too. ^ 

Terribly unhygienic. J ^ ^ 

(RIGHT) Dinosaurs didn't die out „ 

from drastic changes in the Earth's 
climate. It was from gassing each 
other with hideous chuffs like this. 

And Paul Davies taking his shoes off. 
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CREATACEOUS COMBINATIONS 

Primal Rage makes some pretty strong claims. It 
boasts that, last year, it was the most played Arcade 
machine - surpassing even MK2. The game also 
reckons to knock other beat 'em ups Into a rakishly 
cocked hat In the combination department. Each of 
the seven combatants has at least half a dozen spe¬ 
cial moves to add to the already impressive array of 
regular combat methods. However, these may be 
mixed, matched and generally combined in a huge 
number of ways to produce the largest combo count 
of any beat 'em up. Apparently. 
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(ABOVE) Just a couple of shots of the Came Boy version. There are only six 
characters from which to choose but if anything, it's faster. Like, wow! 


\ ROYALE WITH CHEESE 

In fact. Primal Rage is keen to disassociate itself from 
other fighting games in a couple of other ways too. 

_ - Firstly the control method is different, as was 

explained in last month's In Progress. Secondly, rather 
than have one or two boss characters against which to battle, 
Primal dumps the player into a relenting battle to the very finish, the 
bitter end, to the death you hear. It's known to aficionados as the 
"Battle Royale" and it's basically a fist, claw and tail frenzy against 
all the fighters you wasted earlier on. As one dies another jumps in, 
nastier and a whole lot more deadly than before. I'd still have liked 
a boss or two, though. 
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Hath vehi<l®s 


hard ! Maste’’ 


heighten©** A.I 


meaner 


and rivers 


snoW/ 


•^«te 5 different terrains 
BACK! Experience 


For more information about Jungle Strike SNES, please call 01753 546 465, email uk-support@ea.com or write to Electronic Arts, P.O. Box 835, Slough, 
Berkshire SL3 8XU. • Software ©1 995, Electronic Arts. • Desert Strike and Jungle Strike are trademarks of Electronic Arts. • Electronic Arts is a registered trade¬ 
mark of Electronic Arts. • Super Nintendo Entertainment System is a trademark of Nintendo Co., Ltd. • Nintendo is a registered trademark of Nintendo Co., Ltd. 






<onversioit that takes pride oTplace in 
lUfflTNES shoot 'em up library/.. Tops without 
a sitadow of a doubt... it's a pnorjtf buy" 


ELECTRONIC ARTS 
















When Nintendo Magazine System referred to Paradigm in our NU 64 feature in 
issue #32, we had no idea how significant their role was in the project AH we 
knew hack then is that they had Shigeru Miyamoto on-board producing a game 
with them. Weii it happens that Paradigm may well be as important to NU 64 
and the future of video gaming as Microsoft are to the PC world - like, VERY! 


As you know, Nintendo have been very selective in putting together a Dream Team for NU 
64. But Paradigm's world-beating expertise in the real time simulation area means they 
have more to offer than stunning games. With their UltraVision development tool Paradigm 
are giving other companies access to the future of video games. And it's UltraVision that 
Shigeru Miyamoto and the NU 64 team at Paradigm are using to create their game. 


NU6i&PARA 


HIKTlRROEimilH 


NMS speaks to Ron Toupal, President and joint founder of Paradigm, to 
ask him to expiain more about Paradigm, UitraVision and NU 64, 


NMS. What did you make of E3? 

Ron Toupal. Well, I guess there are a couple of things, it was an interesting 
show for Paradigm because we're working really closely with Nintendo aljd % 
the Ultra 64 hardware and, er, what can I say if 

NMS. ^AQicit can't you say! 

Ron Toupal. Yes! ' 

NMS. The machine wasn't there, basically... 

Ron Toupal. The machine exists and Paradigm has software running on 
that platform. If you've seen the Cobra before on SGI hardware - the heli¬ 
copter - that demonstration was something Paradigm put together for tho 
simulation market. It's one of the best visual demonstrations in the world 
that exits on SGI hardware for helicopter simulations in terms of fidelity ofid, 
features and stuff. That same functionality was moved down to the Ultra 64 
as a test piece, and was very successful 
NMS. Oh good! 

Ron Toupal. The problem of course was that Nintendo, their philosophy, is 
such that they have a strong focus on quality. And because of timing they 
didn't want to bring to the street something that didn't show absolute atten¬ 
tion to quality. And there just wasn't enough time to get that done. But I can 



tell you that the stuff we're working on looks damn good. It's very impres¬ 
sive. They mada the decision not to show It at the show, but what we're 
seeing in the Iq^ looks very, very ^o(f!^e're very happy yajh it. 

NMS. Beforejl^^ou mentioned mj^ihere was going^to-^^e some 
Paradigm d ^iwd bstrations at th£iMw... f 

Ron Toupal^ Righf^^well, it was a Iwle dissapointing jl^at they didn't 
show up, but there's always a nextIhovrand, you know, it's real important 
that when you present yourself - you know if you're holding your cards that 
you play them at the right time, if you have good cards, not playing them is 
not necessarily a sign of weakness... ^ 

NMS. No new^ijs gpod news^ rig[ht... | f;. 

Ron toupal. Welt, erm, I mean cedainly wefe disappointed. But the rea¬ 
sons behind it oil are pretty good. And from Pur perspoctiie we get to see 
what the competition ore doing. V ^ ^ 

NMS. So what did you think to the Saturn and PlayStation? 

Ron Toupal. My personal impression is that you have some machines out 
there that are showing capabilities but I didn't see anything radically differ¬ 
ent in terms of capabilities. I saw a lot of work in progress. And really, when 
you think about It, there was nothing really new in terms of earth-shattering 
games. The thing you're looking for is something that really raises the bar 
in terms of capability. Sort of like Donkey Kong did for 16-bit. This is the 
reason why you're gonna go out and spend 250 dollars for a new game 
platform, and why you'd buy this over some other particular platform. In 
that sense it was kind of a positive thing; to see that there's really nothing 
out there that looks like its gonna compete with what we're doing and/ or is 
really a revolution in terms of its approach. Which is of course what we're 
intending to do! That's one of the reasons why It wasn't at the show - the 
idea that, clearly when demonstrations come out you say yes this is signifi¬ 
cantly better, this is actually something unique. And worth spending money 
on. 

NMS. Was it a cry out from developers more than anything saying 
'We want this to be as good as we can make it, we need a little 
more time' or did Nintendo take a step back, look at what other 
people were doing and thought well... 

Ron Toupal. You have to realise that there's two things going on here. One 
is the enabling technology - our technology - which allows you to do, 
among other things. Interactive real time 3D stuff of a very high visual qual¬ 
ity. The next thing is to build content that really takes advantage of it. So 
one is the hardware activity that's going on, and of course the hardware's 
working and It looks good. It looks great compared to what I've been see- 


BUILD A TANK IN 

THE COMFORT OF YOUR OWN HOME 

Paradigm is barely five years old, but its history goes a little way 
beyond that. The three IFounders - Ron Toupal, Wesley Hoffman 
and Michael Engledinger - originally worked for a company 
called Merit Technologies, designing military radar simulators. 
When the team first broke away from Merit they worked from 
home, where their first big break came from heavy-equipment 
manufacturer Krauss-Maffei GmbH who used one of Paradigm's 
early tools to build a military tank simulator. 











ing - I won't specifically say why it looks better, but it definitely looks better. 
The other is the software side, and that takes time. If you look at the effort 
we have underway, we are able to, for instance, demonstrate the Cobra 
demonstration, which people came to see stuff running on Silicon Graphics. 
But the problem with it is it's more of a simulation type thing. We're looking 
for something more than that. Bat th«t is not what Nintendo are going to 
come out with - nor do we wofma come out with - to demonstrete the sys¬ 
tem. We want to show not only high-end simulations of o visaaf quality but 
also very compelling, interesting, unique game play. That's the thing that 
Howard Lincoln was saying. Thot's one of the points that delayed the intro¬ 
duction. They wanna make sure they come out with the best stuff. I think, 
you know, if you look at the competition - the machines they're selling in 
the 400 dollar price range - my personal impression of this stuff, as a per¬ 
son who makes a bit of money and my wife works, we can afford more 
than that. I have kids, I look at making a 400 dollar investment: To buy a 
game player for my kids. Heck, I waited until the 16-bit stuff came down to 
100 bucks before buying a machinel I think maybe that's a reflection of 
some of the barriers that the Sony PlayStation and the Atari Jaguar set up. I 
think they're going to have problems because of the price point. I think iip 
you look at what's being done by Silicon Graphics and Nintendo, they're 
building a hardware architecture that provides a mechanism to get you to a 
reasonable price point. 

NMS. Nintendo like to present themselves as a development compa¬ 
ny, first and foremost. They have a reputation for holding back on a 
project until they are satisfied that everything is right. How do you 
see the way they work? 

Ron Toupal. What I see happening at Nintendo, as an outsider looking in, 
learning about this particular market... The idea of lots and lots of develop¬ 
ers building lots and lots of titles and saying that's going to be a mecha¬ 
nism to be successful, as opposed to lets build a few titles, and make sure 
they're specifically different and very very good - let's address quality. I 
think that their approach has proven to be successful from the very begin¬ 
ning. Look at Atari - they let anybody come In and the quality dropped. 

I think I'm just approaching it from the common sense of the consumer, 
thinking about what experiences I had with my own kids. Before they knew 
what games to get, I would go and buy games for them. If you pick some¬ 
thing that's bad you're not gonna want to come back and buy more. When 
you're really focusing on quality and a few titles - excellent quality, unique 
game play - those are the things that make the next game market success¬ 
ful. As opposed to what I saw at the Sony PlayStation area - videos of what 
a game was going to be - just didn't give me the confidence that there was 
really a significant, compelling, unique, title that was going to drive the sale 
of a 400 dollar box. 

NMS. Everyone has their fingers crossed that this is what Nintendo 
are going to deliver - a significant change. 

Ron Toupal. I have to tell you that's the goal. That's what we're working 
towards. The only thing that you've really seen at this point is the simulation 
type game, which currently is a category that we excel at because we've 
been building the software to support simulations for years. But if you think 
about interesting games, I think we need to do more than that, and that's 
what we're working on. 

NMS. So if isn't going to be all that straight-forward then! 

Ron Toupal. Well I mean what's the use of going and building another dri¬ 
ving game? There's already driving games out there that are actually pretty 
good. It's got to be something unique. You're gonna see some new titles 
I'm sure, which will be based on or be a version 2 of existing games that 
are out there with name recognition, that has some added features and 
stuff. But I think there's going to be a new category of games that are going 
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to be sufficiently different, that are gonna make people want to buy the box 
and the cartridges. And that's what the goal is. Without really saying what 
that's going to be exactly, that's what we're wishing for, and we're very 
optimistic. 

How is NU 64 affecting Paradigm? 

Our whole business is the simulation market, and based upon what we've 
seen, it's actually kind of scary. What we're seeing is a technology with 
almost a 1000 to one reduction in the price. This $250 box will be duplicat¬ 
ing what would cost $150, 000. People would buy this box to go off and 
fuel systems that would run upwards of $300, 000 systems. There's still 
some sufficient differences between the two in terms of fidelity, where we're 
still going to be in a high end market, but it's going to change our business 
at Paradigm because it's going to show up in other types of platforms - low 
cost workstations, that type of thing. For me it's a verification of the 




EGGHEAD SHRED 

"Anything regarding peripherals I can't talk about", says Mr 
Toupal. But we'd like to hope Nintendo are seriously considering 
another area of Paradigm's expertise - Virtual Reality. The differ¬ 
ence between a simulation and VR is that, with VR, you are com¬ 
pletely immersed in a synthetic world. Paradigm's 'VR Peripheral' 
module for Vega allows developers to build an interface for 
tracking systems, gloves and HMD's (Head Mounted Display). As 
Nintendo are deliberately keeping the NU 64 controllers under 
wraps for fear of giving too much away about game play, you 
can only wonder what's being prepared behind closed doors. 


(ABOVE) With their Vega-VR Peripheral, Paradigm give players the chance 
to actually take part in a series of downhill skiiing events! 


(ABOVE) Virtual Reality gear, which includes a Polehemus tracker and 
special ski poles, allows 'Egghead' to mimic a player's every move. 































KIKTlBRBBMmH 



inevitable regarding the progression of technology. As a company we have 
to start to make sure that our software is available for other platforms. 

NMS. Would Paradigm have contemplated making video games had 
Nintendo not approached you first? 

Ron Toupal. Oh absolutely! You have to understand that there's a history 
behind our company that would lead you to that decision. Paradigm have 
been working with Silicon Graphics since the late eighties, and at the time 
we started working for them, their primary markets were CAD/CAM and 
they built the boxes. They had 3D capabilities but the markets were in a pri¬ 
marily 2D area. What we did was to build software to make the machine 
useful at the beginning. That's when the really close relationship with SGI 
was established, on a personal level. We started Paradigm and we still had 
these personal relationships. If you look at the progression of SGI in the 
real time area. Paradigm has been there with demonstrations that were 
leading other people in to buy their machines. So we've been there since 
the very beginning, and there with the best demonstrations of the technolo¬ 
gy and some of the best tools. So when Nintendo signed this pact with SGI, 
to build this game box, we knew it was going to have 3D capability, and we 
knew that we could also build real time tools for the Ultra 64 given the type 
of architecture. It actually took about four or five months before we got the 
call after the deal between SGI and Nintendo. They called us up and said 
'Hey, we're doing some games would you be interested in working with 
Nintendo?'. I think Nintendo were saying 'Hey', y'know, 'what companies 
can we go work with that understand this 3D area?' And of course we were 
top of the list! 

NMS. And at that time did they suggest Mr Miyamoto? 

Ron Toupal. Sure, He is driving the creative content behind the stuff that 
we're doing with this game. He makes direct reports that we're dealing with 
on a regular basis. 


NMS. The last time we spoke you mentioned that Michael and 
Wesley, two of the founders of Paradigm, are working on this special 
project. 

Ron Toupal. We have assembled some of the best talent for real time 3D 
applications In the world, on our team. Michael and Wesley have been 
involved in market leading activities for companies. They would go off and 
get involved in business development, building demonstrations to show how 
a technology could solve a major application problem. Nintendo was the 
perfect opportunity to do the same thing. If you look at what they've done 
already on the machine it's just phenomenal. 

NMS. It must be pretty hard to be sitting on such a big secret. 

Ron Toupal. We were fully expecting to be out there on the main stage, 
even up until the last minute. It was a tough decision not to do that. But it 
was the right decision. When it comes out, we're not going to be showing 
work in progress, we'll be showing stuff that is very near to completion. I 
can't speak for Nintendo, but my understanding is that they're going to 
begin distribution December time in Japan, so I suspect that it will be shown 
then. 

NMS. Please could you explain how Paradigm fit in with MultiGen 
and Alias? How does it work? 

Ron Toupal. If you look at MultiGen and Alias. What do they do? They 
build modelling tools. Modelling tools to construct three dimensional mod¬ 
els of things. If you look at Alias specifically, their tools create very, very 
realistic models. But then those models have to be converted into something 
that's useful in a game. Today their existing tools are really good at convert¬ 
ing a three dimensional model into two dimensional sprites that are used to 
create these images used in 2.5D games. Donkey Kong. So what you're 
talking about is a modelling capability for use in animation. It's a frame by 
frame thing. Not a real time thing. Now MultiGen have a modelling tool 


VAMP/RE^S K/SS 

This incredible flight simulator is called Vampire XDV-7. It was 
created by Paradigm for a company called Magic Edge and their 
X-21 Hornet motion system. It's a mind-blowing location-based 
entertainment game, requiring the power of many expensive 
Silicon Graphics workstations to run. Dave Gatchell, who is 
Director of Special Projects at Paradigm and is working alongside 


Shigeru Miyamoto, claims that NU 64 will be able to faithfully 
reproduce Vampire XDV-7. Just a reduction of overall fidelity is 
all to compensate for display on a domestic TV On the subject of 
the Miyamoto/ Paradigm project, Mr Gatchell carefully said: "It 
will definitely be emphasising our strengths in our flight back¬ 
ground." Any guesses to what that might be? 
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also which came from the simulation world. They can't construct the models 
as realistically with the tools they have as Alias. Their modelling tool is 
designed for real time rendering, not animation in a frame-by-frame rating. 
What that means is that models are developed running, computed and dis¬ 
played, at 30 times a second or 60 times a second. What it amounts to is 
you have simpler geometry to represent these models - roads, cars, trees, 
people, animals. It's a different type of technology where what you're really 
trying to do is you're trying to create models of things as quick as you can, 
so that you can take those models and display them in 3 dimensions at 30 
frames a second. If you have a machine that runs at 100, 000 polys a sec¬ 
ond. That means that if you have a 100, 000 poly Donkey Kong then you 
could generate one image every second. Real-time 3D requires you to do it 
30 times a second - at least. So you've got a problem here, right, the num¬ 
bers don't match! 

Ultravision is designed to help you build data bases that run real time. 

Which means that it allows you to organise it so that you can process it 
more efficiently for use in a real time system. The science of real time simu¬ 
lation, which has been developed in the defence world, has been a 
Paradigm fixed project. But MultiGen had a modelling tool which just hap¬ 
pens to be very good for that particular area - building models, 3D models, 
for real time applications. That's what MultiGen does. 

The end product of the two tools produced by the two companies is a data 
set that defines, let's say a helicopter simulation.So the end result would be 
some helicopter models, some missile models, maybe a train model, a fly¬ 
over, maybe some tanks you could shoot at. You build all these things. 

They're not images - they're three dimensional objects. But in the end it's a 
data base of things. Now the problem that you have is that you've got to 
take that data base and be able to visualise it in real time, which means 
convert to images 30 times a second. Well, there's a science behind that 
and the science itself that Paradigm has been building for the last seven 
years. We're experts in it. 

In the world that we're used to dealing with, you can go anywhere.You can 
twist around. You can be in very large worlds and the system automatically 
manages all the data for you. So what we do is we build the software, and 
the tool is on line to take these data sets and make them run real time. 

That tool set for the gaming market is called Ultravision. That's what we 
announced at the show. 

Some of the developers have their own modelling tools, because in the 
early days of game development none of these tools really existed so they 
built them all from scratch. But there are another set of developers that 
think 'gee we're not really interested on building our own tools we wanna 
build games'. Now the best way to do that is to buy a modeller from 
MultiGen or one from Alias and a real time system from Paradigm and what 
you've got is basically the foundations to build a game. We're solving the 
technology problems that a game developer shouldn't have to address. 

We have had discussions within the company as to whether or not we 
intend to build tools because it will enable the other 'content' developers to 
build games as good as yours. And to my mind that's kind of a shortsighted 
way of looking at things, because it's only technology. And if you don't pro¬ 
vide this thing and make money off of it somebody else would do it. At the 
end of the day, it's not so much the technology that's going to want you to 
play the content anyway. If we enable somebody to go off and do a hit 
game that's great - they probably would have done it anyways, it's a cre¬ 
ative thing. It's like Spielberg's discipline for doing screen movies. What is 
it? Something about the people involved. It's not the camera technology 
involved its the script writer, and the actors; how it's produced, how it's 
directed - its a creative thing. 

NMS. Did Paradigm help toward creating the tools that have been 
built into the NU64 hardware? 

Ron Toupal. It's an interesting situation because you have a limited num¬ 
ber of developers under contract now. We have this real-time environment 
and we know that we can make them more productive if they use it, but we 
haven't convinced them of that yet. So what that means is that some people 
go off and do their own, some people use the software. At the end of the 
day, some will come back and say 'Gee this is a great tool set, and I recom¬ 
mend we all use it...!' 

NMS. If Nintendo have chosen to work with Paradigm tools, it's a 
pretty good recommendation to everybody else! 

Ron Toupal. Wei! sure, it's real interesting because we've started talking 
with Nintendo. We believe very strongly in the importance of this real-time 
environment because that's where our roots are. When Nintendo started 
talking with us they saw us strictly as a technology business. Having 
resources that understand the technology better than anyone in the world, 
but not necessarily having a tool set to offer. Their assumption was that 
developers could continue doing what they'd been doing - building their 
own real-time software environments for their games. They knew that they 
had to have a modeller, they understood that well, but they really didn't 
understand the idea of a real-time environment. And so what's happening 
is we have educated them, either through development on current systems 
or being able to bring things up very quickly on the new platform. Ten days 
from the time that we had access to the hardware we had an operational 
system up and running. We have a development environment running on 
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PLAINS, TRA/NSAND... 

Paradigm are champions of virtual reality and visual and audio simula¬ 
tion. Their customers include Silicon Graphics, Ford Motor Company, 
BMW, Lockheed, NASA, the US Army, the US Navy, the US Air Force and 
Kawasaki. Imagine what they're going to bring to NU 64!!! 


SGI, based upon Vega. We have applications running on Vega. We have a 
direct pathway from that environment to the Ultra 64. People never really 
understood real-time tools because of the environment they've come from. 
At Paradigm that's been our business so we understand that reasonably 
clearly. If you look at what we've done for the real time simulation market, 
they used to be very much like the game development, in a sense that they 
would do it all themselves, everything from scratch. And what we've done is 
we've changed how they build simulators by providing these tools which 
greatly simplify the problem. Initially our biggest competitors were the 
developers that thought they understood how to do this stuff better than we 
do, and now they're all using our products. 

NMS. Excellent! So why Ultravision? 

Ron Toupal. Vega is a workstation based product. Ultravision is really a 
derivative of that, with specific design modifications to support a limited 
memory. If you look at PC days before DOS, '79-'81, they had initial hard¬ 
ware chips but there was no dominant operating system. People would write 
applications that would solve problems, in assembler language so the PC 
could be useful for particular applications. But eventually you got to a point 
where you really needed a foundation to build applications from, that pro¬ 
vide common services like file management and resource scheduling on the 
CPU. Basic functions. Then along came Microsoft and built DOS, and then 
the rest is history! If you look at the game platforms the same concepts are 
true. You have to have a real time operating system - a foundation onto 
which you are able to build the games. If you look at Ultravision, basically 
it's a foundation for building 3D games. The other companies involved - 
MultiGen and Alias - do not provide operating system level type things, they 
provide data creation things. And so that's really where the big difference 
is. These developers don't need to go off and build an operating system. 
Let's go ahead and progress chip technology to the next level by providing 
a common foundation for our games. 

NMS. This is your feature, is there anything else you'd like to odd? 
Ron Toupal. The last thing I want to add is the issue of making a business 
out of development tools. It has to do with cross platform compatibility and 
not obstructing the creative types you're building in each application. One 
of the concerns was that by providing a tool set, all the games would look 
the same. So what you do is that you build an open environment that 
allows developers - if they want to - to extend the features of the system. If 
we're successful in doing that then the only challenge we have to overcome 
is convincing existing game developers that they should switch over. A big 
issue that has to be dealt with is providing some cross-platform capability 
under Vega Ultravision that you can not only run on Ultra 64 but you can 
also run on other platforms. 

NMS. And Nintendo are okay with that? 

Ron Toupal. Our targets right now are the PC and Ultra 64 and Nintendo 
are very aware of that. Regarding long-term on other platforms we'll see 
what happens in the market. Only time will tell. 

NEXTMONTH... 

...Richard Kay, Managing Director of Software Creations, talks to 
NMS about NU 64, 'Sound TooP and Piok! 


29 iNMS) 
















■ GOLF LIKE YOU WOULD NOT BELIEVE! 

■ NO HORSES ON THESE COURSES! 

■ GREENER THAN A HOSPITAL 
LAUNDRY BASKET! 

Heck, even M Bison enjoys 

the occasional round of 

goif! So why turn our 

nose up at such an 

opportunity as this - the 

latest and, as Virgin mr^ S 

Interactive argue, jr\ 

greatest representation l\^ 

of G.O.L.F. ever created. W 

Previously featured 

under the working title 

of Gouraud Golf, we 4 

thought you might 

appreciate a further tour of ^ 

this links game due September. 


mMm 


In its current state of development, World Masters' control system is 
a modified version of the one found in the EA games. Players are ■ 
represented as a golfer viewed from behind. After selecting a club 
the strength and accuracy of a shot is depicted by a bar, graded as 
percentages. Once the power is set a white line travels back to the 
0% mark, at which point it is stopped in order to make the shot as 
true as possible. Misjudge the timing here and the ball flies off 
course. In addition there is a 'Draw/ Fade' meter which affects the 
positioning of your golfer's feet, dictating how much hook is placed 
on the ball. . ^ 


OVERHEAD KICKS 


What is outstanding about World Masters is the quality of presenta¬ 
tion. Of course this doesn't guarantee that it plays well, but it helps. 
For instance the overhead preview of the course is accessible at any 
time, allowing players to judge their shots better, and it's in glorious 
256 colouf detail. Another welcome feature is a flag icon which,., 
when requested, indicates the direction of the Pin. So no guess wotS 


SWINGING TIMES AHEAD? 


Up to eight players may compete on any of the four varied courses, 
Currently World Masters offers three modes of play: A Practice 
Round in which one to eight players play one round of golf. Match 
Play, where one or two players compete to get the lowest score per 
hole in one round and Tournament which sets one of 24 different 
challenges to a solo player. The example we have been given, 
because the preview cart doesn't include this option, is to finish sec- 
ond or better in a round against five computer-controlled opponents/^ 

From the NMS Club House, the links in World Masters Golf look ^ 
set to become Super NES favourites. However rain could stop 
play yet, so we are reserving judgment until the finished article 
arrives. With luck and a fair breeze this ought to be here in time 
for next month. 


GAME DAT/I 


• GAME: WORLD MASTERS GOLF 

• BY: VIRGIN LE. 

• RELEASE: SEPTEMBER 

• GAME TYPE: G to the O to the LF! 

• PLAYERS: 1-8 

• C>q«rS/Zf. 16 MEG 
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GAME CREDITS 

• DEVELOPED BY: TITUS 

• DISTRIBUTED BY: TITUS 

• MADE IN: FRANCE 

• ARTWORK: c TITUS 
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MYTHS AND WEAPONS 

It's also a big spin that the only weapons 
ancient mankind had to defend 
himself and hunt food with was 
little more than a pointed stick. 

Prehistorik Man proves conclu¬ 
sively that he also had double 
stone throwing axes, special trampoline- 
esque spears and, most powerful of the lot, hom¬ 
ing lizard missiles. Although the latter were in particularly 
short supply. Add to that the fact that his modes of transport ran 
from hang-gliders through to pogo-sticks and you can't convince 
me that times were hard in those days. What poppycock. 


Everything you^ve learned about ancient man 
being little more than primitive savages - for¬ 
get it Ifs just not true. We can exclusively 
reveal that primitive man had quite a cushy 
life. They had shops, Blacksmiths, inventors, a 
Police service, gorgeous beach babes, and all 
the food they wanted for the price of a few old 
bones. The lies they tell you in school, eh? 

T here's only one fly that could stick in this 
idyllic ointment, though - what would 
happen if the bones ran out? 
Coincidentally, just such an event has arisen 
in Titus's latest extravaganza, Prehistorik 
Man. A peaceful village awakes from slum¬ 
ber to discover that sneaky dinosaurs have 
plundered their food supply in the dead of 
night. Alas, as they don't have two shins to 
rub together either, they send out Sam, the 
bravest and most foolish of the village men, 
to find a legendary Dinosaur Graveyard 
where all the boneage they'll ever need is 
just lying around. Unfortunately, 
the way to this boneyard 
is a long and tortu 
ous one. And 
one which, curi¬ 
ously, resembles 
- gasp - a plat¬ 
form game. 

Hmmm... 

PALEOZOIC 
PARTNERS 

Sam is not wholly 
alone in his quest, and 
several other villagers 
have been sent ahead to 
help out. The first of these 
Sam meets is the Inventor. 

He sets Sam the task of 
finding the pelt of a fierce 
Mountain Lion with which he piano « 

hang-glider. Later on Sam meets up with the 
Hunter, a man who always seems to know which 
way to go, and the Metalsmith who usually has 
forged some handy item or other. The most 
pleasant of diversions for our lad though, 
comes in the shape of the lovely Chief's 
daughter, there just for her own beautiful 
sake and to jolly Sam along. Shalongah! 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Good 


Nothing 

Primal Scream 


Use weapon 

L: Look around 
R: Look around 

Start: Pause 
Select: Nothing 


GAME INFO 

• GAME ORIGIN: None. 
Prehistorik Man is a wholly 
new creation from zose crazee 
French developeurs, Titus 

• GAME DIFFICULTY: 
Moderate 

• SCORE TO BEAT: Level 13 

• ALTERNATIVES: AH the 
Marios, Joe and Mac, Donkey 
Kong Country. Ooh, I could go 
on all night 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: Yes 

• OPTIONS: Sound, difficulty 


CART SPEC 

• BY: TITUS 

• PRICE: TBA 

m RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE: 8 MEG 
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I'm a sucker for a platform 
game, although few actually 
keep me in front of my Super 

• _ ^ ’ NES for more than an hour or 

' J so. Prehistorik Man, though, 

had me in its thrall for a good 

* deal longer than I expected. 
Everything about this game has 

_ a polished feel to it and it's 

apparent the programmers 
have lavished a good deal of 
care and attention on it. The 
graphics are well defined and just keep on getting 
better as the game progresses. The gameplay is 
graded to allow progress without punishment, 
although more experienced gamers may find it a 
bit on the easy side. There's a variety of different 
gameplay styles and plenty to see too. Each level 
has a wedge of secrets just waiting to be discov¬ 
ered - I finished the game only to discover I still 
had 40-odd percent still unvisited. It doesn't allow 
you to see the whole game on Easy either, so 
whack it into Normal straight away. Basically 
Prehistorik Man is everything Chuck Rock and Joe 
and Mac should have been. A worthwhile addition 
to any platform fan's collection. 


w/se TO upnoisrer your 
Dino-chair before use. 


(ABOVE) "And 
when I turned 
round, some 
sneaky 
Cavemen had 
stolen my pogo- 
stick. Hrumph!" 
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STRATEGY 


ACTiON 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 


u ct 




SOUND 

A Not particularly awful, 
but rather too twee for the 
action. Sounds like it 
should be set in a circus. 


PLAYABILITY 

A Sam has so many abili¬ 
ties, weapons and vehicles 
and responds to Player 
commands well. There are 
some good touches to the 
gameplay. Not your ordinary run-of-the* 
mill platform game. 

T Not alot in the way of bosses though. 


is is -is- c* 


irs AN UNFAIR COP 

It seems a Caveperson can't have fun these days without someone 
trying to spoil things. If it's not being badgered by belligerent beast- 
ies, it's getting collared by the long arm of the law. Sam has a few 
run-ins with the rozzers throughout the game and, just like real life, 
it's when he's having the most fun. Sam's first encounter is after he's 
been skylarking in the hang-glider. The stern copper that stands 
blocking the exit lets him off with a warning and a small fine of 15 
diamonds. Later on the bobby crops up and ticks our lad off, and 
fines him again too, just because he was prancing around on a 
pogo-stick. Sounds fair enough to me but, blimey, what a fascist! 


JURASSIC RETAIL PARK 

Some of the later levels in Prehistorik Man 
become particularly problematic. How, for 
instance, does Sam find the Firefly in the 
Dark Forest? Help is sometimes at hand from 
the Chief or the Hunter. More useful still, 
however, is a quick visit to the local shop. 

Well, it would be useful but for the fact that 
primordial mankind had a very slender 
grasp on the basic concepts of retailing and 
chose to place all shops in the most ridicu¬ 
lously hard to reach places. Do try to find these 
shops though, as the goods on sale include 
expert local advice and, for a slightly higher price, 
a password ensuring that you never have to play 
the game from the start again. 


(LEFT) Could you 
take a Policeman 
wearing a swim¬ 
ming costume 
seriously? 


rumoured 
Nintendo 
once took 
an interest 
in licensing 
w_ this as one 

• •• own, which 
is a fine 

M L indication of 
-- its outstand¬ 
ing quality. The problem I think 
most experienced platform fans 
will find is that they've played 
Prehistorik Man in some form 
or another before. It plays well. 
Is magnificently designed and 
brilliantly presented, but the 
thrill factor of Prehistorik Man 
is sadly reduced through it cov¬ 
ering so much familiar territory. 


PMUL 




REVIEW 


BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


OVERALL 


The programmers 
obviously loved 

developing this ^^M 

game and it 
shows • especially 
later in the game. Perhaps a little 
easy for platforming professionals 
but slick, fun, entertaining and 
aeons ahead of Joe, Mac and co. 

Give it a go. 


GRAPHICS 

A They range from fairly j 
average to particularly | 
lush. Especially on the | 
Volcano and Burnt Forest ' 
levels. Animation is of the 
highest standard at all times. 




LASTABILITY 


A Does get pretty tough 
later on in the game. 

▼ The password facility 
and gentle learning curve 
should ensure completion 
sooner rather than later. Don't play it on 
Easy either. 
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E CITEMENT 

FREE CATALOGUE 
PLEASE SEND STAMPED 


DIRECT 

S.A.E. ANY SIZE 

01242 516116 



SUPER NES GAMES 

ADDAMS FAMILY VALUES.40.75 

AERO THE ACROBAT .19.95 

BATTLETOADS D DRAGON.22.75 

BEAVIS AND BUTT HEAD .40.75 

BIG SKY TROOPER.CALL 

BLACKHAWK.26.95 

BUGS BUNNY RABBIT RAMPAGE .33.75 

CANNON FODDER.39.95 

CLAYMATES.22.75 

DINO DINI'S SOCCER .20.75 

DIRT RACER SFX .39.95 

EARTHWORM JIM .46.95 

EQUINOX.18.75 

FI CHAMPIONSHIP EDT.44.75 

FATAL FURY SPECIAL.41.95 

FEVER PITCH .CALL 

FIREMAN .38.95 

FLASHBACK.22.95 

HEBEREKES POPOON .36.75 

HOME ALONE 2.19.95 

ILLUSION OF TIME .36.75 

JUNGLE STRIKE .40.75 

JURASSIC PARK .22.75 

KICKOFF.18.95 

LEGEND.23.95 

MADDEN '95 .22.95 

MARKO’S MAGIC FOOTBALL _46.95 

MR TUFF .38.95 

NBA JAM TOURNAMENT EDT . . . .49.95 

NHL ‘95 .39.95 

OPERATION STARFISH.33.75 

OSCAR.CALL 

OUT TO LUNCH.19.95 

PACMAN2 .35.95 

PAGEMASTER .35.75 

PITFALL-THE MAYAN ADVENTURE 48.95 

POCKY AND ROCKY 2.40.75 

POWERDRIVE .35.95 

PUTTY SQUAD.34.95 

R-TYPE.22.75 

SECRET OF MANA .34.95 

SIDE POCKET .36.75 

STAR TREK-STARFLEET ACADEMY .37.75 

STARGATE.48.75 

STREET FIGHTER II.20.95 

SUPER BC KID.40.95 


SUPER INTERNATIONAL CRICKET 34.95 

SUPER MARIO KART.27.95 

SUPER PUNCH OUT.36.75 

SUPER SOCCER.19.95 

SUPER TURRICAN II .34.95 

SYNDICATE .27.95 

TAZMANIA .15.95 

THE MASK.36.95 

THEME PARK.35.95 

TINY TOONS .21.75 

TOTAL CARNAGE .15.95 

TRUE LIES.48.75 

UNI RALLY.36.75 

WARIO WOODS.24.95 

WARLOCK .39.95 

WHIZZ .CALL 

WWFRAW.49.95 

ZELDA .23.95 

YOSHIS SAFARI.11.95 

ZELDA & SUPER METROID.34.95 

THIS MONTHS SPECIAL OFFERS 

SNES-STARWING .9.95 

DONKEY KONG COUNTRY .39.95 

MARIO PAINT WITH MOUSE 39.95 

MORTAL KOMBAT 2 .39.95 

SUPER RETURN OF THE JEDI 29.95 

GAMEBOY - DARK WING DUCK.9.95 

SUPER GAMEBOY.37.95 

GAMEBOY & TETRIS &MARIOLAND .49.95 

SUPERNES&RFA.69.95 

GAME BOY GAMES 

BC KID 2.24.95 

DONKEY KONG LAND.24.95 

FIFA INTERNATIONAL SOCCER . .24.95 

FLINTSTONES.24.45 

JELLY BOY.19.75 

JUNGLE STRIKE .23.95 

LION KING .24.75 

MICRO MACHINES.19.95 

MILONS SECRET CASTLE.23.95 

MORTAL KOMBAT 2.23.45 

NFL QUARTERBACK CLUB 95_20.95 

NHL HOCKEY ‘95.19.95 

PINBALL FANTASIES.20.95 

STARGATE.20.95 

WARIO BLAST.19.75 


YOU CAN PURCHASE ANY 
ONE OF THE GAMES IN THIS 
COLUMN AT THE PRICES 
STATED. HOWEVER, IF YOU 
PURCHASE ANY TWO OF THE 
GAMES BELOW THEN YOU 
CAN DEDUCT £6 FROM THE 
TOTAL. 

SUPER NES GAMES 

F-ZERO .14.95 

GOOF TROOP .15.95 

INTL. SUPERSTAR SOCCER.38.95 

LOST VIKINGS.17.75 

MARIO ALL STARS.22.95 

MICRO MACHINES.29.95 

MYSTIC QUEST.16.75 

NFL QUARTERBACK CLUB 95_42.75 

PAC ATTACK .13.95 

PINBALL FANTASIES.27.95 

PLOK .14.75 

RISE OF THE ROBOTS .19.95 

SHAQFU .13.95 

STREETFIGHTER II TURBO.29.95 

STUNT RACE FX .32.95 

GAMEBOY GAMES 

DONKEY KONG.16.95 

DUCK TALES 2.15.95 

GAMEBOY GALLERY.15.95 

GOLF .12.95 

KIRBY’S DREAMLAND.12.95 

KIRBY’S PINBALL.12.95 

MEGA MAN 3.15.95 

MS PACMAN.15.95 

NINTENDO WORLD CUP.14.75 

SPACE INVADERS.14.95 

TETRIS 2 .15.95 

TOP RANKING TENNIS .16.95 

WARIO LAND (SML 3) .16.95 

ZELDA-LINK’S AWAKENING.12.95 


WE HAVE A LARGE RANGE OF OTHER GAMES, HARDWARE AND ACCESSORIES AT GREATLY DISCOUNTED 
PRICES FOR MEGADRIVE, MEGA CD, MASTER SYSTEM, GAME GEAR, SUPER NES , NES & GAMEBOY 


SEND TO: 

EXCITEMENT DIRECT (NMS7) 
P.O. BOX 26, CARTERTON, 
OXON 0X18 4UL 

FREE POSTAGE FOR THE U.K. 

£2 FOR EUROPE £3 FOR OVERSEAS 


ITEM 






GRAND TOTAL 



I enclose a cheque/P.O. made payable to 
BXCrrgMgffFBW^T 
Please allow suffident time 
for cheques to clear. 

All items are subject to availability. 
Prices may change without prior notification. 




ROBOTRON2084 ...12.99 
S.T.U N. RUNNER ...9.99 
SHACX)W0F BEAST 8.99 

SHANGHAI .11.99 

SWITCHBLADE 2 ..11.99 

T-TRIS* .24.99 

TURBO SUB .8.99 

WARBIRDS .25.99 

W/CLASS SOCCER 11.99 
XYBOTS .9.99 


BASKETBRAWL.8.99 

CAL GAMES .16.99 

CHECKER FLAG ...16.99 
CHIP’S CHALLENGE 8 99 
CRYSTAL MINES 2 8.99 
DESERT STRIKE ...25.99 

HOCKEY .11.99 

PINBALL JAM .11.99 

QIX .8.99 

RAMPAGE .11.99 


ATARI LYNX 2 29.99 


NEOGEOO 


SUPER BOMBERMAN THEME PARK PGA TOUR GOLF SUPERSTAR SOCCER UNIRALLY 

17.99 36.99 19.99 39.99 39.99 


SNES DEALS 

SNES MARIO ALL STARS PACK .. .74.99 

SUPER MARIO 1,2 AND 3 PLUS LOST LEVELS 
GAME (ON ONE FOUR-GAME CARTRIDGE) 

SNES WITH STARWING .79.99 

SNES WITH STREETFIGHTER TURBO .. .79.99 
SNES WITH DONKEY KONG COUNTRY 111.99 

(ALL OF THE ABOVE COME WITH ONE NINTENDO JOYPAD) 

SUPER GAMEBOY ADAPTOR.44.99 

ALLOWS YOU TO PLAY GAMEBOY GAMES IN COLOUR 
ON YOUR SNES. SELECT COLOUR SCHEMES (FOUR 
COLOURS) AND SAVE YOUR OWN DESIGNS. 




QS190 MAVERICK 




ASCIIPAD SN 




2ND LIGHT GUN 4 PLAYER ADAPTOR 


ASCIIPAD SN JOYPAD .12.49 

FIGHTER STICK SN JOYSTICK .24.99 

LIGHT GUN (PLAYER 2) 

FOR LETHAL ENFORCERS PLUGS INTO 

GUN 1 FOR 2-PLAYER ACTION.17.99 

LOGIC 3 SPEEDPAD SN .9.99 

NINTENDO CONTROL PAD .16.99 

QS190 MAVERICK 2B JOYSTICK .9.99 

QUICKJOY SN PROPAD (MICROSWITCHED) 12.99 


PHASE 9 MULTI-PLAYER ADAPTOR 

2-5 PLAYER ADAPTOR (IDEAL FOR 4-PLAYER 

GAMES LIKE SUPER BOMBERMAN) .14.99 

QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD. CAN HOLD UP TO 3 
PRESET MOVES IN MEMORY. IDEAL FOR SPECIAL 
MOVES REQUIRING MORE THAN 1 BUTTON ...19.9 

SUPER ADVANTAGE JOYSTICK .20.99 

TECHNOPLUS CONTROL PAD .It 

DUST COVER FOR SUPER NES .3.99 


SNES GAMES 


• = NEW GAME 

ADDAMS FAMILY VALUES .35.99 

AKIRA .39.99 

ALIEN VS PREDATOR .33.99 

ANIMANIACS .22.99 

BATMAN RETURNS .19.99 

BATTLETECH .44.99 

BATTLETOADS & DOUBLE DRAGON 39.99 

BEAUTY AND THE BEAST .34.99 

BEAVIS AND BUTTHEAD .37.99 

BIKER MICE FROM MARS .26.99 

BUBSY 2 38.99 

CANNON FODDER .40.99 

CARRIER ACES .39.99 

CHOPLIFTER3 .21.99 

CLAYFIGHTER 2 - JUDGEMENT CLAY 44.99 

DEMOLITION MAN .39.99 

DONKEY KONG COUNTRY .49.99 

EARTHWORM JIM .44.99 

FIFA SOCCER .35.99 

FULL THROTTLE RACING .39.99 

GHOUL PATROL (ZOMBIES 2) .44.99 

HEBEREKE’S POPOON .36.99 

HURRICANES .34.99 

ILLUSION OF TIME • 33.99 

INT’L SUPERSTAR SOCCER .39.99 

JELLY BOY.36.99 

JOHN MADDEN ’93 9.99 

JUNGLE BOOK .37.99 

JUNGLE STRIKE .39.99 

JURASSIC PARK 2 .42.99 

KICK OFF 3 41.99 

KID CLOWN’S CRAZY CHASE .35.99 

LEGEND OF THE MYSTICAL NINJA ...19.99 


LEMMINGS 2 .45.99 

LETHAL ENFORCERS (WITH GUN) ...49.99 

LION KING .44.99 

LORD OF THE RINGS .37.99 

LOST VIKINGS .19.99 

MADDEN NFL ‘95 37.99 

MAN UNITED CHAMP SOCCER .36.99 

MARIO ALL STARS .24.99 

MARIO ANDRETTI RACING .36.99 

MAXIMUM CARNAGE .44.99 

MEGA MANX .33.99 

MICKEY‘S ULTIMATE CHALLENGE ...38.99 

MICKEYMANIA .45.99 

XS MICKEYMANIA - DEDUCT £3 UNTIL JUNE 30 

MICRO MACHINES .38.99 

MORTAL KOMBAT .24.99 

MORTAL KOMBAT 2 49.99 

NBA JAM - TOURNAMENT EDITION ...51.99 

NBA LIVE ‘95 (BASKETBALL) .44.99 

NFL QUARTERBACK CLUB .49.99 

NHL PA ‘93 ICE HOCKEY .22.99 

PACMAN 2 .34.99 

PGA TOUR GOLF .19.99 

PINBALL FANTASIES .32.99 

POP ‘N’ TWINBEE .23.99 

POWER RANGERS .43.99 

POWERDRIVE .37.99 

SECRET OF MANA .33.99 

SIDE POCKET .35.99 

SPARKSTER .24.99 

SPIDERMAN .46.99 

STAR TREK - STARFLEET ACADEMY 37.99 

STARWING.14.99 

STREET RACER .32.99 

STREETFIGHTER 2.34.99 


STREETFIGHTER TURBO .25.99 

STUNT RACE FX.39.99 

SUNSET RIDERS .19.99 

SUPER BC KID .40.99 

SUPER BOMBERMAN 

(4 PLAYER GAME) .17.99 

SUPER BOMBERMAN 2 .40.99 

SUPER INTERNATIONAL CRICKET ...33.99 

SUPER MARIO KART .33.99 

SUPER METROID .41.99 

SUPER PUNCH OUT .39.99 

SUPER RETURN OF THE JEDI .48.99 

T. M. H. T. - TOURNAMENT FIGHTERS 26.99 
TERMINATOR 2 - THE ARCADE GAME 19.99 

THE BRAINIES .37.99 

THE MASK .37.99 

THE SHADOW .39.99 

THE SMURFS .33.99 

THEME PARK .36.99 

THUNDER IN PARADISE .41.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .26.99 

WILD ‘N‘ WACKY SPORTS .40.99 

TRUE LIES .49.99 

UNI RALLY .39.99 

VORTEX.45.99 

WARIO’S WOODS .27.99 

WARLOCK .46.99 

WING COMMANDER - SECRET MISSIONS 24.99 

WORLD LEAGUE BASKETBALL .9.99 

WWFRAW .39.99 

XKALIBRE .34.99 

YOGI BEAR - CARTOON CAPERS ...34.99 

ZELDA 3 - LINK TO THE PAST .26.99 

ZOMBIES .19.99 


WITH BATMAN RETURNS 

POWERFUL 16BIT HANDHELD AT AN 
UNBEATABLE PRICE. 


NEO-GEO CD WITH 
FATAL FURT2AND 
2 CONTROL PADS 

379.99 

STAH-OF-THE-ART CD BASED CONSOLE 

2020 WORLD BASEBALL .43.99 

AEROFIGHTERS 2.43.99 

AGGRESSORS OF DARK KOMBAT .. .50.99 

ART OF FIGHTING.43.99 

ART OF FIGHTING 2 .43.99 

BLUES JOURNEY .43.99 


CROSSED SWORDS ... . 
KARNOV’S REVENGE . 
KING OF FIGHTERS‘94 . 

MAGICIAN LORD . 

MUTATION NATION ... . 

NINJA COMBAT. 

NINJA COMMANDO ... . 

RALLY CHASE . 

SAMURAI SHODOWN 2 . 

STREET HOOP . 

SUPER SIDEKICKS 2 ... . 

TOP HUNTER . 

VIEWPOINT . 

WIND JAMMERS . 

WORLD HEROES 2 JET . 


SECRET OF MANA STAR TREK 

33.99 37.99 


STREET RACER NHLPA ‘93 HOCKEY 

32.99 22.99 45.99-£3xs 


/^EAYY discounts ^ 

HUGE range 

10am to 8pm Daily 

01279 600204 

Fax 0I27« 72«M2 
(we’ll fox back to confirm) 

Win a Sony PlayStation 

Free competition to members 
\ Sec the Club Magaxine y 

j" We'onIy SUPPLY'MiM^ERS BUT YOU CAn’oRDe'r'aS YOu”J oiN"} 

■MEMBERSHIP FEES UK EC WORLD' 

I ONE YEAH (12 ISSUES) £7.00 £9.00 £1100 \ 

iSfX MONTHS (6 ISSUES) £4.00 £6.00 £7.00 ■ 

j Each issue includes £15 of new XS Savers. Members are under no obligation, j 
I All prices include VAT and carriage to MOST UK mainland addresses. | 

j Overseas orders must be paid by credit card j 

I Hardware items (battery or mains) are only supplied to the UK mainland | 
I Overseas surcharge £2.00 per software item or 25% on other items I 


■ (BLOCK CAPITALS please) ^ ^ ' 

j Name & Address_ 

* (0 

I S 

I-§ 

I z 



Postcode 


If Mac or PC please slate DISK or CD ROM 


IPhone No_ 


Machine 


I Enter membership number (if applicable) or 

I NEW MEMBERSHIP FEE (ANNUAL UK 7/ 


I 

j item 


iMJ) 


{ item _I 

■iteri]_ j 

j Please use this box to add any optional fast delivery charge j 

j 1st Class Post 50p per posted item or £10 hardware j 

i ALL PRICES INCLUDE UK POSTAGE & VAjfT I 

j Cheque/P.0./Access/Mastercard/Switch/Visa|_ j 

■I I' 

j j 

I CREDIT CARD SWITCH | 

I EXPIRY DATE _SIGNATURE_(ISSUE NO_) | 

I Mail Order address. Cheques payable to: I 

SPECIAL RESERVE 

; P.O. MX S47, HARLOW, <M21 9PH j 

I or FAX a credit card order on 01279 726842 - and we’ll FAX back. | 

I Inevitably some games listed may not yet be available. Please phone to check availability. | 
I Prices may change without prior notification. Time of going to press 18.05.95 E .& O.E. | 
I^AVE = Saving off full retail price. Inter-Mediates Ltd, The Makings, Sawbridgeworth, Herts, j 
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FUnRRK : VOL .11 

VK.2«fiasai2iiA._7 


CART SPEC 

• BY: INTERPLAY 

• PRICE: £21.99 PER CART 

• RELEASE: OUT NOW 
m GAME TYPE: CLASSIC 
% CART SIZE: 2 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 7-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 

• OPTIONS: Alter the rules 


GAME INFO 

• GAME ORIGIN: Classic titles 
that cross international bound¬ 
aries and existed for hundreds 
of years 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: N/A 

• ALTERNATIVES: Tetris, 
Mario's Picross, Chess Master, 
buying a pack of cards even 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 
Lots of luvverly colours for you 
to pick and choose. 


GAME CONTROL 

• CONTROLLER: Joypad 
m RESPONSE: Average 

(A) Select 
Undo 

Start: Pause/ Options 

Se/ec7; No function 


GAME CREDITS 

• DEVELOPED BY: Interplay 

• DISTRIBUTED BY: Interplay 
% MADE IN: USA 

• ARTWORK: c Interplay 


The summer hols are on their way, and this 
can mean only one thing - dusting off the 
trusty GameBoy for some in-fUght/on the 
beach gaming action. 

P ersonally I can't think of anything more 
boring than sitting on the beach in the 
sweltering heat. So what better way to 
pass the time than plugging in a Game 
Pak for the odd game or two. And with 
this in mind Interplay are set to release 
three of their classic game Fun Paks in this 
country featuring games such as draughts, 
chess, solitaire, and dominoes. 
Fascinating. 


FOUR-IN-ONE FUN PAK 

The first in the series concentrates on four 
classic board games Chess, Reversi, 
Backgammon, and Draughts. Reversi going 
by the more familiar name of Othello in this 
country, and the three other titles being 
replicas of the real thing apart from the cur¬ 
sor operating system. 


_ I've have just rediscovered the 

joys of my GameBoy while on 
^ holiday, and so can fully appre¬ 
ciate the qualities of a truly 
travelworthy title. And to be 
honest, If I was at the airport 
and espied one of these carts. 
I'd be tempted to buy one of 
the series. For a start, the price 
tag isn't too drastic, and the 
PJiUL B four-in-one offer for the Fun 
Paks, not to mention enough 
Solitaire to satisfy even the biggest addict, is great 
value. Okay so on the graphics front, we're not 
talking high end PC resolution, but they are func¬ 
tional and make the game as playable as you'd 
expect. What's more the two-player option makes 
for some excellent head-to-head action, but at the 
added expense of another cart. Not in the same 
league as Zelda and Wario Blast, but definitely 
worth considering for on the move. 


@ 


i @ @ 

X 

ifa ^ 

H 

I 

@ 

w 

Ii 

St 

I 

1 

i m 

G 1 

i 

Q 


1^01 

© f 


ii m 


A 


CHMS) 3e 



















































IOC- 


(LEFT) Whatever happened to 
the office tournament? Oh 
well, at least I'm still 
ff --w the champ. 


Hmmm. Can't say I totally 
agree with Pauli on this one. All 
the games on each of the carts 
are undeniably good but, as is 
always the case in instances 
where board or card games are 
translated to console format, I'd 
rather have the real thing. For 
the price of any one of these 
carts you could pick up a pack 
of cards, some dominoes and a 
travel chess/draughts/othello 
set and still have enough change left to buy a nov¬ 
elty li-lo when you finally reach the sunny shores 
of Torremolinos. That said, the games do have an 
insidious addictive sort of quality and your Mum 
and Dad'll love 'em - nice non-violent fun for the 
kiddies. I can certainly think of better things to 
watch on the beach, though... 


OVERALL 


Great value titles 
that will keep you 
sane on the plane 
and beach. Well 
worth a look-in! 


SOUND 

▼ Best switched off! Truly 
dreadful tunes and duff 
sound FX, but who listens 
to their GameBoy on the 
plane? 


GRAPHICS 

A Hardly Earth shattering 
graphics, but they are clear 
enough to make the games 
accessible. 


▼ A little more animation wouldn't have 
gone amiss. 


^SOLITAIRE FUN PAK ^ 

Believe it or not there ore a total of 12 dif¬ 
ferent versions to play in this one cart. From 
the timed mayhem of Klondike to the 
patience of Pyramid, there's an added bonus 
of an Undo feature that allows you save the 
day with one swift movement. 


VOLUME II 

More of a pub games pak than the prequel, 
Volume II has a choice of Solitaire, 

Dominoes, Cribbage, and Yacht (a Yahtzee 
clone). The Solitaire is playable In both 
Standard and Vegas versions, and you play 
the other three games with two players either 
linked up or sharing a GameBoy. 


A head-to-head option is 
available for both Four-in- 
One paks with the addition 
of a Game Link. Failing 
that if you've got access to 
only one GameBoy, it's still 
possible to play a two play¬ 
er game by taking turns for 
the moves. 


(ABOVE) 
Tumbling dice in 
thf^ Yahtzee 
clone. Yacht. 
Mind you, the 
CPU player ain't 
half tough! 




FOUR-IN-ONE FUN PAK 


FUnRnK:VOL.Il 


REVBW 


n 


BREAKDOWN 


ORIGINAUTY 


LONG-TERM INTEREST 


LASTABILITY 

A Loads and loads of dif¬ 
ferent games in each cart, 
should pass those hours in¬ 
flight. 




PLAYABILITY 

A All the playability of the 
original board games, and 
that's saying something! 

T Sometimes the size of 
the screen constricts the playing area, 
making things awkward. 
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O^r^SBattie 


CARTSPFC 

• BV: ENIX 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: RPG 

• CART SIZE: 16 MEG 

GAME FEATURES 

• NO. OF PLAYERS: 1 
m HEAD TO HEAD: No 

• BATTERY BACKUP: Yes 

• CONTINUES: Infinite 
m OPTIONS: Various 

» . H 

GAME INFO 

• GAME ORIGIN: These RPGs 
are all made up, you know. The 
guys who make 'em obviouly 
spend to much time reading 
Terry Pratchett and Tolkein and 
out to get out more. That's 
what I reckon 

• GAME DIFFICULTY: Average 

• SCORE TO BEAT: Complete 
the Sbarom district 

• ALTERNATIVES: Chrono 
Trigger, Final Fantasy III, 

Illusion of Time and Zelda 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Medium 


] Raise 


icon menu 


Select icon 


Cancel order 


Nothing 

L: View units on map 
R: No Function 

Start: Starts/pauses 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: Enix 

• DISTRIBUTED BY: Enix 
% MADE IN: USA 

• ARTWORK: c Enix America 
Corporation 


ft was a time of kings!...Or more’s to the 
point not that many kings, really. Ever 
since bad old Sage Rashidi got it together 
with meanie Queenie Endora - things 
haven’t been too rosy in Zenobia. 


A nd lo - this is where the bright 

young hope steps in to put wrong 
i to right and free the kingdom 
from the reign of tyranny. Winning the 
hearts and loyalty of fellow rebels the 
quest for freedom is a journey to the 
outer reaches of the continent liberating 
towns and villages and banishing the 
cut-throat enemy from the land of the 
good people. 

Basing itself more on strategy than the 
recent trend of Action RPGs, prepare to 
enter the realm of Ogre Battle - The 
March of the Black Queen. 
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(ABOVE) Talk 
about a bolt from 
the blue! Looks 
like young 
Smedley in the 
front row has had 
a right shock! 
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EN GARDE 

As is the case with most RPGs a 
large proportion of your time will 
be spent doing battle with the 
forces of evil. As the party ven¬ 
tures through the land enemy 
confrontations become increas¬ 
ingly frequent, taking place in an 
isometric arena containing the 
ranks of the two sides. Although 
the battles between the two 
camps are fought out on auto¬ 
pilot, the player has the option 
to reconfigure their unit and play 
a magical tarot card to lend a 
helping hand in defeating the 
enemy. 


PEACE, LOVE, AND UNITY 
In contrast to most RPGs that 
feature a single or small group 
of characters. Ogre Battle puts 
the player in high ranking shoes 
as the commander of the rebel 
forces. In this capacity, your most 
important decisions relate to ^ 
the strategic positioning of / 
your units of noble war¬ 
riors. Starting with just the 
one unit, volunteers will 
soon be forthcoming 
to aid you in your 
quest, from which 
point tactics get 
decidedly tricky 
as you choose 
the best units to 
defend certain 
towns. From the 
main map you 
also have the 
option to cus¬ 
tomise all of the 
units under your 
command for 
the optimum 
effect. 




TflIJLI.TO'S unit 

‘has met with the enemq! 


WHAT A CARD! 

Any Dungeons and Dragons veteran will 
recall the long hours rolling 20-sided 
dice to build up the character stats - 
snore! But when a character has to be 
formed, he has to be formed, and so in 
this light Ogre Battle's programmers 
have devised a radical solution in the 
form of tarot cards. Once you've accept¬ 
ed the quest, your suitability for the role 
of defender of justice and character pro¬ 
file is decided by your replies to series of 
questions from Warren the wizard. A 
final pick from his tarot pack and the 
adventures are under way. 

During the game tarot cards take on a 
different purpose as the source of magic 
attacks in battle situations; each symbol 
representing a different spell. These can 
be played at any time, but should be 
used sparingly. 
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REP SHEET 

To survive the onslaught of the 
Zetegenian empire you'll require 
more than magic alone. Your repu¬ 
tation is the key to enlisting the help 
of additional characters, and gain¬ 
ing information from townsfolk. 
However if the general consensus 
falls too low you can expect 
^ people to take a decided- 

ly hostile approach to 
y^*^ extent 

that it might even 

affect the outcome 
||Hh of the entire game. 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


(LEFT) The dreaded 
Octo lets rip with a 
choking cloud of his 


SOUND 


A An intricate and in* 
depth control system relat¬ 
ing to every facet of 
numerous units. 


original 

vv Japanese version 

. ^ Ogre Battle came 

out about year 
ago, long before 
^ ^ ^ - the likes of Mana, 

' FFIII, and Chrono 

even seen the 

aiiai3»B i light of day. And 
MLMRRRR admittedly in its 
time Ogre Battle 
would have been a reasonable 
title. But by today's standards this 
is a disappointingly static affair 
that offers little excitement and 
incentive to explore. Moving 
around the maps is a lengthy 
enough process, only to be made 
even more tiresome by the con¬ 
stant waves of samey enemies. To 
add insult, the battle sequences 
are all controlled by the CPU, giv¬ 
ing the player the sole choice of 
whether to play a tarot card or not 
- boy, some choice! More akin to 
Populous than a modern day RPG, 
go for this only if you're a strategy 


LASTABILITY 


A 25 (plus 4 hidden) lands 
to cover should keep you 
going for a fair time. 


▼ If you can survive the 
painfully slow early levels. 


OVERALL 


Far too slow, slat- 

ic, and dated for a 

market dominated 

by RPG giants 

Squaresoft. Wait 

for ther English translations of 

Chrono and Front Mission 
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GRAPHICS 


A The isometric battle 
sequences look very 
impressive and are nicely 
animated. Also some tasty 
Mode 7 scrolling. 

a, 

T But the maps are basic beyond belief. H 

L _^ 


^rfo ^ 

--; 

TinesT gastric fuices. 

Koff! Splutter... 

A Clever use of speech for 
main map messages, and a 
reasonable attempt for the 


STUN 1 


music. 

















REVIEW 


CART SPEC 

0 BY: ACCLAIM 

• PRICE: £44.99 

• RELEASE: OUT NOW 

• GAME TYPE: PLATFORM 
% CART SIZE: 16 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 
m CONTINUES: Lorn! 

m OPTIONS: Var 


GAME INFO 

• GAME ORIGIN: Rumour has 
it the gamers based on some 
Hollywood blockbuster movie 
about a comic book hero from 
good old Blighty. 

• GAME DIFFICULTY: Hardish 

• SCORE TO BEAT: Defeat 
Mean Machine Angel in the 
Cursed Earth. 

• ALTERNATIVES: DKC, 
Hagane, Earthworm Jim, 
Warlock, Stargate, Alien 3 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Average 


Arrest 

Kick/punch 

Jump 

Fire 

L: Nothing 
R: Change weapon 

Start: Pause 
Select: Nothing 


O 

(D 


GAME CREDITS 

• DEVELOPED BY: PROBE 

• DISTRIBUTED BY: ACCLAIM 
% MADE IN: UK 

• ARTWORK: c 1995 CPE! 



Judgment Day is here! The expectation has 
been building up over the past couple of 
months, so the question on everybody's lips is 
- Is it any good? And so onward strides NMS 
to give you the complete review guide. 


A s we've previously mentioned, 2205 
isn't a nice place to be. Oh sure - the 
rich have it sussed in their high rise 
blocks towering above the filth and crime 
ridden bowels of Mega City One, but for the 
ordinary Joe, the streets are full of danger 
not just from the perps, but also the Judges 
-defenders of the Law to the last. Among this 
elite corps of judges, juries, and executioners 
stands a man accused; a man who lives and 
breathes the Law; a man who must clear his 
name or be forever banished to the toxic 
wastelands of the Cursed Earth; a man 
called Dredd, Judge Dredd! 


PRIME MOVER 

A walking, talking law encyclopae¬ 
dia, Dredd can only tackle difficult 
situations by placing them in a list 
of objectives. Regardless of what 
confronts the law enforcer - be it 
banishment from the relative 
civilisation of Mega City One, or 
closing down the Janus cloning 
labs - Dredd breaks the mission 
into Primary and Secondary 
objectives. Only once all objec¬ 
tives are fulfilled can Dredd make 
his way to the exit and onward to 
the next stage of his quest. 


CELERRITY STATUS 



I must say 
that I am a 
bit disap¬ 
pointed with 
Dredd. With 
all the 
material the 
program¬ 
mers had at 
their dispos- 

PJiUL B ol. /OLJ'd 

think they 

would have come up with more 
than just an average platform 
title. Okay, the graphics are 
very detailed - especially the 
attention to the Dredd sprite 
and the backgrounds - but 
after a while seeing the same 
old enemies and locations even 
these tend to get boring. In 
terms of gameplay, the first 
series of levels are sufficiently 
challenging; tackling perps and 
locating crates and terminals, 
but once again this is relegated 
to the realm of standard plat¬ 
form action by the lack of origi¬ 
nality in the levels. Isn't it 
about time we looked towards 
the future and not run-of-the- 
mill platformers? 




Last month you may recall NMS mentioned the role of the Dark 
judges as the final hurdle for Dredd to cross to clear his name. 
These, however, aren't the only characters you'll come across from 
the comics and the movie. For starters Mean Angel makes a cameo 
appearance as the boss for the Cursed Earth levels, lob¬ 
bing a succession of grenades in Dredd's direction to keep the 
hitherto lost Book of the Law to himself. Further into the game 
Dredd also comes across the dreaded ABC Robots as he tries 
to break into the Janus Labs near the Halls of Justice. These 
armour-clad fellows take a fair beating so an investment in 
some armour-piercing ammo wouldn't go amiss. 
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STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


YEAR 


GRAPHICS 

A The levels are large, 
loyal to the comic and film, 
and well drawn. The main 
sprites are also well con¬ 
structed... 

▼ If not a bit on the small and repetitive 
side. 


(ABOVE) Dredd lobs a grenade to 
blow a section of the munitions dump. 


(FAR LEFT) Watch out! This lonely C-5 
is armed and serious! 


LOOK OACK IN ANGER 

It's not all platform, platform, 
platform, you know. No siree, in 
true Mode 7 style the Judge 
leaps onto his Lawmaster for a 
spot of high speed, high alti¬ 
tude rival judge bashing. In a 
unique approach to our 
favourite Super NES scaling 
process, the action is viewed 
looking back at Dredd 
astride his steed (now capa¬ 
ble of flight, for all you 
comic buffs, thanks to the 
movie version), gunning 
down waves of other 
judges using the D-pad to 
guide a crosshair of doom. 


©7995 Cinergi Pictures 
Entertainment Inc, 
Egmont Foundation 


OVERALL 

Once again if s 
the case of unful¬ 
filled potential. 

With so much 
source material at 
their fingertips more should have 
been made of this opportunity than 
just another Alien 3/ Stargate clone. 




LASTABILITY 

A 28 missions and an 
adequate difficulty setting 
should keep you occupied. 

▼ That is if you can stand 
the endless repetition of missions, charac¬ 
ters, and backgrounds. 


SOUND 

A Suitably futuristic 
anthems and plenty of 
chunky FX for Dredd's 
weaponry. 

T Apart from Dredd's grunt every time he 
jumps. 




PLAYABILITY 

A The Dredd character is 
nicely responsive, and the 
early levels demand care¬ 
ful consideration. 

▼ But after the umpteenth mission of the 
same old thing boredom sets in. 










































CART SPEC 

m BY: NINTENDO 

• PRICE: £29.99 

• RELEASE: OUT NOW 

• GAME TYPE: PUZZLE 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: Yes 

• CONTINUES: Infinite 

• OPTIONS: Sound 


GAME INFO 

• GAME ORIGIN: Features 
characters from the Wario and 
Mario series of adventures 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Reach 
stage 45 without continuing 

• ALTERNATIVES: Kirby^s 
Avalanche, Dr.Mario & Tetris, 
Hebereke's Popoon, Warioland 


A 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Great 


Escape to top of stack 
Lift/place Stack 
Lift/place monster 

Kick monster/bomb 

L: No Function 
R: No Function 

Start: Starts/pauses 
Select: No function 


m 


GAME CREDITS 

• DEVELOPED BY: NINTENDO 

• DISTRIBUTED BY: NINTENDO 
m MADE IN: JAPAN 

• ARTWORK: c 1995 NINTENDO 




Don’t you dare turn the page! This here is Wario’s Woods and it’s the greatest 
thing since ... weii if you were to iisten to Wario this is the most incredibie 
Nintendo game ever written. There’s possibiy some truth to his rantings, 
mind, as we are about to find out by literaily getting to the roots of 
Nintendo’s banging two-piayer puzzier. 

T hough he is assigned to 
the background this time 
around, Wario is no less a 
problem because of it! 

After raiding the Royal Bank of 
Sub-Con, the cunning custard- 
coloured conniver has stashed the 
spoils of his nasty work in a forest - 
woodland that stretches deep into 
the outlands, where groups of 
Technicolour monsters stand on guard 
Now Super Mario Land 2 veteran, 
and part time Super Mario Kart 
Toad 'The Toad' Toad, is once more 
flexing those bomb-tossing muscles 
of his to clear the monsters out. 

Problem is these varmints tend to 
stick together and absolutely won't 
disappear unless they can take a few 
of their kind with 'em! Even then Toad 
isn't guaranteed to get the money back, as 
Wario is constantly on the look out for any 
intruders who he can deal with personally. 

(Rumour has it the crafty anti-hero has had 
thwomps installed in the rafters of every 
trunk - somebody could get squished!) 

Help Toad recover Sub-Con's fortune, or 
see the world revert to trading Beezos for 
Pidgits and Snifits for Ninjis. 


WARIO AND FIENDS 

Wario has carefully prepared three challenge modes 
for Toad. 

ROUND GAME 

Obviously the man has reserved the main event for 
himself; presiding over the WO stages of increasing 
difficulty through which Toad is required to push, kick 
and climb his way to victory. The stages lead Toad 
into the far reaches of the Sub-Con world, where 
every new location brings with it a new assortment of 
monsters to purge. 



(ABOVE LEFT) Progress is stored in the cart's battery back-up file. 
(ABOVE RIGHT) Monsters explode in diagonal lines too. 



(ABOVE LEFT) Toad ventures deep into the icelands. 
(ABOVE RIGHT) Luckily there's lots to do to keep warm! 


VS COMP 

As a hardened puzzle fanatic, you might suppose 100 
levels of War/o's Woods action just isn't challenge 
enough. Didn't reckon on War/o's three mates and 
their associates though did you, eh! Teams led by 
Katsini, SamSpook and Mssr Boo head a series of 
challenges, each pitched at a carefully gauged level 
of difficulty. Aside from Mssr Boo's squad, who head 
the Hard challenge, the others are there to provide 
game-play hints while ever so casually bruising 
Toad's puny behind. 




(ABOVE LEFT) These pink monsters simply turn red when hit... 
(ABOVE RIGHT) ...so look out for red bombs to clear the round. 


(ABOVE) Working your way through the character versus stages is 
every bit as demanding as the main game itself! 
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MUSHROOM FOR 
IMPROVEMENT 

The idea behind Wario's Woods is simple 
enough, but success is down to much more than 
blind luck. This is why there a 'Lesson' option is 
included. Here the benefits of all special 
Mushroom secrets are explained: 

CHAIN REACTIONS 

Where a group of bombs and monsters explode 
in the aftermath of another. Chain reactions pro¬ 
long the time it takes for Wario to appear or, in 
versus games, cause monsters to clutter the 
opposition's play area. 

DIAMONDS 

Destroy five or more monsters and a magic dia¬ 
mond appears! Match this gem with monsters or 
bombs of a similar shade and every like-coloured 
monster in the area vanishes. 

STACK 

Hoist an entire column of monsters and bombs 
above Toad's head to match multiple groups or 
trigger ENORMOUS chain reactions. 

KICK 

Sometimes a mere flick of Toad's foot creates 
score-boosting havoc. Monsters or bombs are 
sent skidding across the play area until they find 
a slot. 

FREE FALL 

'Parachuting' off the edge of a stack with a 
bomb above his head allows Toad to trigger yet 
more chain reactions. 






(ABOVE) Nine examples 
of each technique are 
given, helping players 
understand what is 
required. It's worth tak¬ 
ing time out to learn. 



ENT 


TIME RACE 

Using skills picked up from the other areas of the 
game. Toad enters the Time Race in which he 
attempts to eliminate strategically grouped monsters 
in record time. Best efforts are recorded in a table, 
which is stored by the game's battery back-up. 


(ABOVE) Wanda, helps by dropping 
those much-needed bombs. 


Wario's Woods starts off pretty 
unwieldy and seems like it's 
going to stay that way. It's hec¬ 
tic, but not what you might call 
fun. However a puzzle-game 
character sporting arms and 
legs is an impressive and, as it 
turns out, useful idea, giving 
players a surprising amount of 
freedom. Perhaps the only 
drawback here is that the more 
you have to consider the hard¬ 
er it gets to make snap decisions, which creates 
major problems as the difficulty increases. Given 
enough time though the mechanics make perfect 
sense, and it's feasible that anybody with enough 
patience could make it through to the end. 

There's also the added incentive for better players 
to perform well in terms of money saved from 
Wario's clutches, and this absolutely isn't easy! 
There's lots to occupy the attention outside of the 
main game too, with Medium and Hard versus 
modes providing a similar challenge to that 
offered by most games in their entirety. With the 
two-player competitions keeping the long-term 
appeal open indefinitely, it seems Wario has 
found himself another nice little earner. 


PLAY IN THE WOODS 

So, what scene greets Toad as he enters the first tree trunk? Well, to 
begin with there are monsters, which must be gotten rid of, and which 
vary in number depending on the level of play. Waving bye-bye to them 
involves placing at least one bomb of a similar colour next to a monster 
to form a row of three. Bombs are dropped into play by Wanda the fairy. 
A time limit, in the form of a coloured bar, counts the time it takes for 
Wario to sense trouble and come rushing to save his fortune. When the 
timer reaches its peak Birdo, the game's host, runs for cover and Wario 
takes over - replacing Wanda for a monster-dropping PidgitI Along with 
stealing back some of his cash, Wario also takes this opportunity to 
bring the thwomp, poised at the top of the room, crashing down on 
Toad's head! 


REVIEW 
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ORIGINALITY 1 1 
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LONG-TERM INTEREST 

MONTH I I I ] r~n 


OVERALL 

A brilliant detrac¬ 
tion from the 
Mario/ Wario 
series and a clever 
game in its own 
right. Definitely consider adding this 
to your Nintendo collection. 


SOUND 

A The musical selection is 
pretty iolly. So are the 
sound effects. 

▼ More irritating than 
usual through long-term 
repetition. Nothing outstanding, which is 
odd considering if s from Nintendo. 


LASTABILITY 

A Always leaves you 
wanting more. Perfection 
after 100 stages is a pretty 
steep learning curve to 
overcome. 


86 


PLAYABILITY 

A It pays off to play this 
game at length, as the 
development of new skills 
brings greater rewards. 

Basically the more it is 
played, the better it gets. 

▼ Brain-taxing conundrums, however 
well presented, aren't for everyone. 


GRAPHICS 

A Big, colourful and bold. 

Which is essential for this 
complex puzzle game. 
Nintendo's characters add 
a touch of humour. 

▼ Hard edged, and fiat-looking. 
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Something tells us this is prohably a had idea. 
It's okay to laugh at Beavis and Butt-Heady 
mayhe even with them on occasiotiy hut ven¬ 
turing into their home town as MTVs notori¬ 
ously vile VJs is surely a dangerous exercise. 
Prepare for the Super NES misadventure to 
end them all. 


H ey, what's this! Heavy Metal maestros 
of mayhem GWAR are coming to 
Highland. Cool! Just in time for Beavis 
and Butt-Head to enter their driest financial 
period since emptying their pockets for mer¬ 
chandise at the last Lollopalooza. No one's 
about to let them in the gig for free either. 
For one thing Beavis and Butt-Head are 
male, and even if they weren't they'd be the 
scariest-looking chicks a GWAR roadie ever 
refused a back-stage pass too. 


CART SPEC 

• BY: VIACOM 

• PRICE: £39.99 

• RELEASE: OUT NOW 

• GAME TYPE: SMACK-A-THON 

• CART SIZE: 12 MEG 


But wait! Maybe if the boys could do something 
really cool to impress the people of Highland, 
they might get really famous or something and 
get in to see GWAR for free. Yeh-yeh, yeh, yeh! 
That'd be cool. 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: None 

m OPTIONS: Sound & difficulty 


Not sure if this game's gonna help them 
much though... 


LII^E 'STUFF' ^ 

As anyone who's seen the series knows, i 
Beavis and Butt-Head enjoy a pretty M 
weird relationship. Remember the ^ 
mud-wrestling episode! Some of the tricks 
they perform here are equally outra¬ 
geous, and it's all in the name of fame m 
and free tickets. . M 


GAME INFO 

• GAME ORIGIN: Beavis & 
Butt-Head first appeared on 
MTV, where they began 'host¬ 
ing' a r-r-rock music show. 
They're still doing it, only now 
you can see them on terrestrial 
TV too. And they rule! 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Escape 
hospital 

• ALTERNATIVES: Ren & 

Stimpy's Time Warp, Bart 
Simpson's Nightmare ^ 


Space Gun: Spring-loaded with 
ping-pong balls that really 
smart when they connect! 


Pugil Stick: As ^ 1 

seen on the Gladiators. 1 
The boys thought it cool to 
construct a close approxima 
tion of their own. 


Couch Fishing: Dangling a 
^ rusty old nail out the win 
dow on the end w 
k of a piece of 
string in the 
hope of snag- jfR 
/ 9'f^9 bits of 

^ old food! 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Coo! 


Hospital Bed: m 

Intravenous drips f 

^ snatched from 
hospital wards are used as 
V make-shift water pistols! 


JPL j Nothing 


Leg Up: Beavis or Butt- 
Head volunteers for lift 
’, through being launched 
from the ^ 

other's feet, k A 


Attack 


L: Slap 
R: Nothing 


Start: Pause 
Select: Nothing 


GAME CREDITS 

• DEVELOPED BY: Viacom 

• DISTRIBUTED BY: CIC Video 

• MADE IN: USA 

• ARTWORK: c MTV 





























































STRATEGY 


ACTION 


CHALLENGE 


HOUR 


WEEK 


MONTH 


YEAR 


PLAYABILITY 

A Worth having one go 
just for the laugh. 

▼ Almost completely 
devoid of rewards for skil¬ 
ful game play. 


OVERALL 

Ironically enough, 
this is probably a 
game Beavis and 
Butt-Head would 
agree not to play. 

Unless, of course, if s written into 
their contract. 


MENT 


Peel away 
the hilarious 
Beavis and 
Butt-Head 
veneer and 
there's 


much to this 


game 
beyond the 
none stop, 
mediocre 

sight gags. Timing is useful on 
occasion to get by, but skill is 
seldom tested beyond the 
pressing of one button to knock 
clumsy enemies aside. Any 
mishaps that happen are sim¬ 
ply the result of some hazards 
being so completely unexpect¬ 
ed, which is annoying rather 
than challenging. This is a fair¬ 
ly accurate representation of 
MTV's most intelligent hosts 
and, as such, manages to con¬ 
vey some fairly original ideas. 
However they're not especially 
fulfilling ones. Though it might 
seem tempting to throw all 
your money at the shopkeeper 
with an image of Beavis & Butt- 
Head occupying each eyeball, 
shake the idea out of your 
head. The TV show is great but 
the game sucks. 


THESE GUYS S0C\( 

Highland is divided into two types of people. There's the 
general population, then there's Beavis and Butt-Head! As 
can only be expected, 'stuff' as they say 'happens' when¬ 
ever the twain do meet. Not that Highland's citizens 
Jore entirely normal themselves... 


^OO-ER, HUH-HUH! 

Toilets in Highland are subject to high water 
pressure or infestation from alligators which, in a 
M^way, helps explain Beavis and Butt-Head's 
character. Not being able to 
k go that often, as it were. 1 V 


LIKE, RUN OR SOMETHING! 

^ Don't let the headmaster catch up with 
the lads, otherwise they lose a whole chunk of 
credibility - the gauge against which all perfor¬ 
mance is measured in this game. 


UGH, UNGH, UHIII ' 1 

The best gag in the series is every * 

i^R^bit as hilarious in the game, where Beavis 
or Butt-Head are repeatedly introduced 
gl^^ fe^t o the floor after being swung 
^gS^iji^^^down hard by the ankles! i 


■W ^WASHING LINES ^ 

■ ^ ARE COOL! 

Bouncing across neigh- 
^hours' washing lines leaves the 
dorks in danger of having their legs/n yi 
torn off by Rottweilers! 

^ WHAT ARE 

ALL THESE? 

A. .r Beavis and 


-- Butt-Head show no 
fear as they pelt an 
^ unfortunate gardener 
with crab apples. 


BREAKDOWN 


ORIGINALITY 


LONG-TERM INTEREST 


GRAPHICS 

A Authentic Beavis and j 

Butt-Head. Guaranteed to ^ 97 

make you laugh out loud 97 97 ] 
at some point. 

T Animation and depth 
below the standard of even the very early, 

Super NES games. 


SOUND 

A Cheesy rock anthems 
are squeezed out of the 
Super NES. The irresistible N 

Beavis and Butt-Head 
laughter is generated well. 

T Way below standard compared to what 
has recently become available. 


LASTABILITY 


T Barely worth the money 
as a piece of Beavis and 
Butt-Head memorabilia, ^h7 97 
and the lack of game play 
at its most basic level 
means there's very little reason to hang 
on to this title at all. 
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INCREASE SPEED 

\ JUDGMENT CLAY 


★ ★ 


Stopped shaking yet? This month we're really on fire because of all the exciting 
Nintendo news. Now, more than ever before, you ought to feel the need to 
improve your gaming skills and make a name for yourself in this section of the 
magazine. You've seen the new machines, you know they're coming but are you 
prepared? Prove it and you stand a chance of winning two Konami games of your 
choice, sent directly from Konami HQ. The good weather's coming, so maybe you 
want to get outdoors and work at those Game Boy titles you'd forgotten Address 
your claims to video-game prowess to 'READY, WILLING AND ABLE', Small Tips, 
NMS, 30-32 Farringdon Lane, London EC1R 3AU. 


You'll find that Thomas Tuza and David 
Cavanagh have contributed a lot to the tips 
section this issue. For this reason they win 
the two Konami games. Hurrah! Here's the 
first of two cheats for C2, which introduces 
two new characters: Jack, who's similar to 
Octohead, and Feelgood, looking a lot like 
Nanaman. 

Jack: Hold Up and press X, A, R, R, Y, A. 
Feelgood: Hold down-left and press B, Y, 

X A, Y. 


HIDDEN FIGHTERS 

JUDGMENT CLAY 


SUPER NES 



To increase the speed of a Tournament 
game, reset the Super NES when the com¬ 
puter is fighting computer in demo mode at 
super-fast speed. On the options screen 
you'll notice a tenth speed, only don't try to 
highlight the number or it won't work. 
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Mr Chris Burdett from South Shields Is des¬ 
perate for fame. You ought to see his 
letter! Luckily he has a decent cheat to 
justify himself, taking the form of a tunnel¬ 
bursting, corner-cutting exercise. 

On the inside of every tunnel corner there 
is a flashing blue light. Aim the mech 
directly at one of these beacons and walk, 
drive or fly full speed toward it to cross 
between tunnels. Only problem is the 
missiles guarding the corridors are able 
to fire through the walls! 


TUNNEL TRICKS 

YODTEX 


SUPER RES 



KONAMI 



Another product of the Thomas Tuza and 
David Kavanagh camp, this cheat gives 
contenders access to a special Sound Test 
screen. When the Nintendo logo appears, 
press and hold SELECT on pad two, then 
press and hold L and R, then release 
SELECT. 



CZ2S 4lf 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 






































































SECRET OPTIONS 

KIRBY^S AVALANCHE 


SUPER NES 


★ ★ 


It took the combined talents of Thomas 
Tuza and David Kavanagh to dig their v/ay 
out of Kirby's Avalanche with this cheat 
intact. To access a Special Custom option, 
press and hold A, B, X, Y on pad two while 
playing then reset the Super NES. A visit to 
the Select-A-Mode screen reveals a group 
of extra special options. 
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All the times you've played Brutal, and you 
didn't know you could compete as the Deli 
Lama. Well you can, and here's how: At the 
title screen press X, A, B, A, Left, A on con¬ 
trol-pad one. Sorry, no name and address 
supplied with this one. Could ha' been a 
contender too! 



SECRET LEVEL 

MICKEY MANIA 


SUPER NES 


iE iE ^ 


Want to meet up with Mad Doctor Mickey, 
but don't know how? Confused by the 
inaccurate directions provided by some¬ 
body else last month. Take Curtis Russell's 
advice and have Mickey perform the fol¬ 
lowing routine: On the 'Mad Doctor' 
stage, instead of leading Mickey off to 
meet the Mad Doctor at the top of the ele¬ 
vator, lead Mickey back onto the platform 
whereupon he is raised to another level. 
From here Mickey drops down, collecting 
marbles as he goes, eventually finding 
himself surrounded in total darkness! Here 
secret steps lead to energy-giving stars, an 
extra life and finally Mad Doctor Mickey 
who does nothing except run away! 


SECRET MODES 

STARTREK:SFA 


SUPER NES 


it if ^ 



An intriguing number of people have writ¬ 
ten in with this set of cheats. Only Thomas 
Tuza and David Kavanagh, from 
Bedfordshire, explain the method correctly. 

In each case press and hold the L, R and 
SELECT buttons - otherwise they won't 
work. 

New Names 

Select New Game, and at the Cadet 
Registration screen press X, Y, X, Y on con¬ 
trol-pad one. Now you can change the 
names to those of the Interplay Playtesting 
team. Pressing A, B, A, B afterwards 
changes the names once more to those of 
the original Enterprise crew. 

Capt. Kirk Special Ending 
At the Password option, press X, X, X, A, L, 
A, R, Y, A, R, A, A on control-pad one. Soon 
after this press and hold L, R and SELECT 
then X, Y, X, Y, A, B, A, B. Release all but¬ 
tons then press SELECT. Select Insignia from 
the Picture Menu and press START. After lis¬ 
tening to the mission brief, then choose 
Ship from the Picture Menu. Hey presto! 

You are now Captain James Tiberius Kirk! 
It's now possible to hail the Kobayashi 
Maru by navigating toward co-ordinates 
014, 021 in the Neutral zone. Just as the 
Klingons are poised to attack, have Kirk hail 
them... 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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DOUBLE SPEED 

STRECTRACER 


SUPER MES 


The Stunt Race FX cheats just keep on com¬ 
ing! Phillip Wiltshire from Dronfield writes 
that a short-cut exists in the Night Owl cir¬ 
cuit. Using 2WD, keep the boost full on 
from the start of the race. As 2WD reaches 
the peak of the first hill, hit jump and press 
L plus left on the D-pad. With luck, and a 
fair breeze, 2WD should make the jump to 
land a short way from the finish line! 11 


We're always game for unpredictable info, 
such as this which causes a whole group of 
chickens to attack Link. Follow Keimar 
Than's instructions and have Link attack 
any chicken repeatedly to watch this hap¬ 
pen. 


J 


jrsk#=> 


'•i mkt r .< ^ 


if if t if 


David Edwards' cheat for doubling a cart's 
speed only works with Suzulu, and it's best 
remembered as 'where there's a ramp 
there's a way.' Whenever Suzulu approach¬ 
es a ramp, press the Ram button (X). 
However, be sure to time this so that the 
cart touches the ramp at the end of the 
special attack otherwise: DISASTER! Good 
luck trying. 




ififtifl-i 


CHICKEN BONANZA! 

ZELDA m 


SUPER NES 


★ ★ 


NIGHT OWL CUT 

STUNT RACER FX 


SUPER NES 




Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 











































































I LEVEL CODES APLENTY 

INDIANA JONES 


SUPER NES 


ir ir ir 


Everyone's waiting for the new Castlevania 
game. Vampire's Kiss, but this platformer 
from JVC is probably the next best thing. 
Here are Alan Ball's passcodes to the entire 
game, for Normal and Hard difficulties. 



NEPAL: 


CAIRO: 



WELL OF SOULS: 



SNOW RAFT: 


PANKOT PALACE: 



VENICE: 




SALZBURG: 






LEVEL SELECT 

TINY TOONS SPORTS 


GAME BOY 


★ ★ 


Enter Kevin O'Shea's password for Wild 'n' 
Wacky Sports to enjoy any of these events, 
in any order, at any time: BABS, MON¬ 
TANA, BOOKWORM. 


Remember the cheat which allows Link to 
teleport across screens (press select just as 
he is leaving an area to appear a whole 
block ahead), well Andrew Davies has 
found that performing this cheat in certain 
areas can really mess things up for the 
Game Boy. Don't worry, it doesn't do any 
permanent damage. As Link descends into 
a side-scrolling platform section, press 
select. After warping keep the direction pad 
pressed down so that, when Link emerges, 
he's in a strange world where everything is 
distorted. If all this proves too much, find 
the nearest staircase to normality. 




We received a frantic phone call from Sasha 
in London who wondered if providing this 
code - 2264 - for Wario Blast would earn 
him free games. Well, it may give Wario all 
the power-ups he needs, but it ain't that 
special. Sorry! 


1 ALL MESSED UP 

1 ZCLDA 


GAME BOY 

★ ★ 

★ 


FUL POWER-UP 

WARIO BLAST 


GAME BOY 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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PLAYER*S GUIDE 

FROM THE GAME’S CREATORS! 


Cup Final days always 
mark the start of the 
summer drought for footballing action, 
but don't get dismayed as this is the 
perfect chance to grab those joypads 
and kick off some serious console 
footy with the 88% scoring Fever Pitch. 

NMS have been in touch with the 
game's creators to uncover all the hid¬ 
den tips and playing hints to put you 
straight at the top of the league. From 
the best players to recruit, to making 
those corners count; here is the com¬ 
plete guide to Fever Pitch success. 


Once Stilton is in place and guarding the 
goal mouth, it's time to get to work on the 
defence. Now this is the proper time to 
employ the young Italian Stallion, Marco. 
Place him in the centre of the defence to 
ensure that all of the opposition attacks are 
stopped by the greatest marker in the 
game. 


TOURNAMENT MODE 

This is your chance to build up the ultimate 
team of special players and help you to 
success. In your first round against Kuwait 
you must score more than three goals to 
qualify for the option to recruit a star play¬ 
er. In the first selection the choice is 
between either Marco 'The Marker Rigatoni' 
with his amazing adhesive marking abilities, 
or Peter 'Cheesy Keeps' Stilton - goalkeeper 
of the fluke. The best option here is to sign 
up Cheese Boy Stilton as soon as poss to 
prevent your goal from being torn apart by 
a barrage of high velocity cannonball 
attacks from the opposition. 


As the tournament continues, other players 
will be wanting to sign up with the team, 
and as with any football team, the key to 
cup victory is the careful positioning of the 
right man in the right spot. To aid you in 
your managerial decisions analyse the fol¬ 
lowing list of players and their abilities. 


CHS so 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 













































PETER ‘PLAYMAKER’PERFECT 

Pin-point in his accuracy when passing to fellow 
team mates, place Peter in the heart of the action 
after successive attempts have failed. Watch him 
pass the length of the field for a golden goal scor- 


JERGEN VHEAr GDIVERMAN 

The scourge of every clean living footballer, Gdiverman may be 
quick and agile, but he has a terrible habit of throwing himself face 
first into the ground at the merest scrape with another player. Using 
this unconventional talent, Gdiverman can tip the balance by setting 
up a freekick. For the best results wait until he's surrounded by 
other players just outside of the box and gone for the old dive/ free- 
kick approach. Very sneaky, but great to capitalise on! 



MARCO 'MARKER'RIGATONI 

Marco's players cannot be activated 
by the player, but admire the boy and 
his tenacity when it comes to 
sticking to players on a break. 

Don't turn him down if he wants 
to join the team. 


BARRY ‘10 BELLIES’ BARGER 

The perfect compliment to any footballing side, he will defend and 
tackle his way through most players by using his right arm to full 
effect (Missus). Try not to use him for too many twist and turns as 
his ball control (!) ain't too sharp. But remember, above all Barger 
is best in the defence and has a poor record when it comes to 
shooting. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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CORNERS 

From the corner flag cross the ball with the B 
button after picking out the player you wish to 

pass the ball to. As the ball is crossed, carefully wait until- 

the ball is in position, and then use the X button to head the ball 
into the top right or left corner of the open goal. If you are cross¬ 
ing the ball during a forward play, use Tricky to run the wing and 
then the R button to cross the pass. Again wait until 
the ball is in position and use the X button to send it 
home and dry. Alternatively, if the ball is crossed 
you can use the B button to slide your chosen strik¬ 
er into a goal scoring opportunity. Don't worry if 
these moves seem a bit tricky at first, as practise 


DICKY TRICKY^ DISCORAMA 

Colombian by origin. Tricky is one of the finest and most skilful 
players to ever play on a Fever Pitch side. He is quick of the mark, 
able to control the ball even when twisting and turning away from 
his marker, and coupled with this, he has an amazing ability to 
jump tackles while still controlling the ball.Use 
Tricky to charge the and run the wings allowing 
his speed and ball control to out wit and out 
pace his opponents. But beware - his pace may 
be impressive but his shooting skills aren't! 


ERNIE ‘LE STRIKER’ CONTAINER 

Ernie, Eric's little known brother, has a right foot on him like no 
other striker. His ability to curve the ball to near right angles is a 
bonus to any team. If only Norwich had signed Ernie at the start of 
the season, perhaps things would be different now and they would¬ 
n't be facing relegation (sniff!). Not only is his power a joy to wit¬ 
ness, but it's also a key tool in demoralising the opposition as they 
cower in the path of his pace, ball control, and twisting. Only Tricky 
comes anywhere near his talent, but even he can't match the sheer 
power of the Gallic goalscorer. 


EMO ^BALL-BLAZER^ BIKOMOZO 

Last, but certainly not least in the Fever Pitch hall of 'pain' is 
Bikomozo. With the ability to clobber the ball so hard it instantly 
bursts into flames, Emo is the ultimate front man for any success 
hungry team. For the best results, team Emo with Playmaker, ensur¬ 
ing Playmaker feeds the young goal destroyer with plenty of oppor¬ 
tunities. Now sit back and watch the score shoot through the ceiling. 


CEQ 52 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 





































ON THE BALL! 

Now you've uncovered the star players' 
abilities and the best place to position 
them, the time has come to take a look 
how to pull off some of the more spec¬ 
tacular moves to really send those results 
through the roof of the stadium. 




PLAYING DIRTY 

No one likes a dirty low-down rot¬ 
ten cheat, but also, no one likes to 
lose - so use your opportunity to 
foul off the ball as much as you 
want. During a thrown-in, if you 
press the Y button, this will kick the 
opposition to the ground and leave 
him rolling in agony. What's more fly¬ 
ing headers (headbutts!) are another 
source of foul play that is guaranteed 
to result in a bone-crunching collision. 



FREE KICKS 

Firstly use the directional marker and place it on the point of the most outer section of the 
arc in which you want the ball to go and hit the Y button. Then move the marker into the 
area of the goal that you want to target and press the Y button to set the height. Now 
don't forget to pound the Y button once more to send the ball rocketing into the net. Use 
the D-Pad to set the after touch once the ball is in flight. 



BACKHEELS 

The L button on the joypad acts as a backheel pass to create confusion and space 
when confronted by another player. A top tip here is to use the backheel to allow the 
forwards, Emo and Ernie, to get forward into position. Also, in a goalmouth scramble 
for the ball, backheeling is a cunning method to give the team some extra space for a 
golden opportunity. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 01703 652222 
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I NEED MORE INFORMATION 


MY NAME’S RODDY CNARLTON. TRY ME! 





















QUESTION TWO: ^ 


QUESTION THREE: 
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Overworked Super Heroes caught in 
exhausted game genre shock! That the 
villain Darkseid is planning to enslave 
every human on planet Earth is as nothing 
compared to the potential tragedy 
that awaits these six costume-dad 
upholders of justice, and the league 
they have formed. For one thing, 
landing starring roles in a beat 'em 
up has them fighting each other for 
credibility...! 


L et's worry about us for the minute, 
though. The human race. Darkseid 
isn't your average 'kid from a 
poor background' kind of villain, 
don't you know. He's the sort of being that 
would kill his own mother then ostracise his 
wife and son just to make room for his self¬ 
ish plans. In fact it's through following such 
a gruesome trail that Darkseid has forged a 
tyrannical rule over the planet Apokolips. 
Now his blood red gaze is cast over earth, 
which he sees as a vantage point for domi¬ 
nation on a galactic scale. 


CART SPEC 

• BY: BUZZARD 

• PRICE: £4^.99 

• RELEASE: OUT NOW 

• GAME TYPE: BEAT £M UP 

• CART SIZE: 76 MEG 


GAME FEATURES 

m NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yeeargh! 

• BATTERY BACKUP: Nuh 

• CONTINUES: Infinite 

• OPTIONS: Difficulty & time 


That's the story, no doubt you already know the 
score: to emerge victorious from a series of one 
on-one battles with whichever Super Hero or vil 
lain you think best represents your fighting 
skill. When the computer is finally 
no match for your superior powers, 
search for a human adversary. 


GAME INFO 

• GAME ORIGIN: All charac- 
ters featured in Task Force are 
'Super Heroes' created by DC 
Comics Inc., the oldest running 
and the best! 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Master all 
fighters, 'perfect' Darkseid 

• ALTERNATIVES: Teenage 
Mutant Ninja Turtles: 
Tournament Fighters, Super 
Street Fighter II, Ranma 1/2 


EAT STATIC! 

With the exception of Wonder Woman * 
every DC super hero has the power to 
spark the living daylights out of any 
adversary. All that nylon, you under¬ 
stand. However such techniques are cheap, and 
usually back fire, so they choose to practice these 
friction free manoeuvres instead. 




GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Heavy 


j Medium punch 


Whop an eye in the centre of 
somebody's forehead and 
they're destined to become evil, 
or at least a little shady. Such is 
Despero's lot in life, who 
realised that his third eye grant¬ 
ed him powers much too potent 
to waste on helping others. So 
telekinesis and hypnosis are put 
to selfish use by this Kalanorian 
whose formidable powers are 
the result of being baked in a 
nuclear flame. 


CHEETAH 

Wonder Woman's archenemy. 
Originally Barabara Ann 
Minerva, this ex-archeologist 
was imbued by a secret potion 
provided by a cat-god cult. 

Now, as Cheetah, she is 
impelled to kill without mercy to 
maintain her powers - some¬ 
thing Wonder Woman cannot 
abide. The girl's got claws, and 
she isn't afraid to use them! 


DARKSEID 

Truly the most formidable fight¬ 
ing force in the galaxy! 

Darkseid is everyone's archene¬ 
my - even his own reflection 
isn't safe! Only a power such as 
Darkseid could possibly enter¬ 
tain the idea of galactic domi¬ 
nation, with his deadly combi¬ 
nation of brute strength and 
psychic powers. Beware his 
Omega Stare! 


Medium kick 


Y j Light punch 


L: Heavy punch 
R: Heavy kick 


Start: Pause 
Select: Nothing 


OfiUKiit ll> 


GAME CREDITS 

m DEVELOPED BY: BUZZARD 

• DISTRIBUTED BY: ACCLAIM 

• MADE IN: AMERICA 

• ARTWORK: c DC COMICS INC 












It you are a 

iij» mouth is 

^ watering at 

^ the poten- 

IllllljllllllUm tial 

game. To 

M L some extent 
■ all those 

amazing things you imagine 
possible are realised in Task 
Force, in that every fighter 
makes impressive use of their 
special powers. What isn't so 
exhilarating is how all specials 
are executed in much the same 
way for every character - 
either a half or quarter circle 
toward or away from an oppo¬ 
nent followed by the relevant 
punch or kick. So no points for 
originality there. Also this 
group of characters, who are 
regarded by fans as the most 
stylish in the known universe, 
are quite shoddily drawn. The 
GCSE examination board 
wouldn't complain, but the crit¬ 
ical eye of somebody who has 
studied their every move in the 
original comic strips is likely to 
be disappointed. Where Task 
Force could redeem itself by 
appealing to hardcore beat 
'em ups fans, the response is 
too sluggish and incapable of 
supporting intricate combo 
techniques for that. The basic 
requirements for a super hero 
beat 'em up are met, but noth¬ 
ing more and only just. 


AQUAMAN 

With the entire undersea king¬ 
dom at his command, Aquaman 
Is a powerful opponent indeed. 
Luckily for his opponents the 
man known as Arthur Curry 
chooses to ignore the help of 
his aquatic friends, though his 
repertoire of special moves 
make him a tough fish to fry. 



THE FLASH 

The ability to move distances at 
Mach-3 gives Flash the advan¬ 
tage of speed. Likewise his spe¬ 
cial moves require dexterous 
fingers to perform quickly, 
moves such as his Teleport Run 
and Speed Punches which allow 
him to vibrate through solid 
matter and place an untold 
number of unseen punches 
before opponents know what's 
hitting them. 





GREEN ARROW 

Physically Oliver Queen is no 
different to any other man, 
however being stranded on a 
desert island after a yachting 
accident required him to devel¬ 
op superior archery skills. As 
the Green Arrow Oliver demon¬ 
strates a mystical approach to 
skills with the bow and arrow, 
empowering his arrows with the 
properties of fire and ice. 



WONDER WOMAN 

At all times this Amazonian 
Princess remains true to the 
code of peace, only using force 
in the name of self defence or 
when coming to the aid of oth¬ 
ers. As Darkseid's plans threat¬ 
en to ruin the lives of every 
human being on the planet. 
Wonder Woman certainly has 
her work cut out! 



SUPERMAN 

Think super hero and the name 
Super Man inevitably comes to 
mind. Through his services to 
mankind it's sometimes forgot¬ 
ten that he is not a member of 
the human race, but an alien 
from the planet Krypton! Laser 
beams shoot from his eyes, and 
punches are given extra power 
through Superman's ability to 
defy the confines of gravity. 



BATMAN 

Batman has collected a number 
of nick-names over the years 
but to his enemies his name 
always spells trouble. A million¬ 
aire playboy by day, caped cru¬ 
sader by night, this super hero 
is driven by the painful memory 
of his parents' death at the 
hands of a faceless asassin. His 
technique is pure street fighting. 


Bi-ITMriM CMEeTi"lH 



0.3. MUITAIiV BASE DAJiK3IID*3 HUST TARGIT 

ONiTZDKAnarrs moeeuezs MQiTirf ATiorrAzixDiicz 

CAIJ. GOES OUT TQ WQJa.D'3 HZROZ3 TOR HZLg 


(LEFT) Extra! 
Extra! Read a!i 
abaht it! 
Superheroes dis¬ 
gruntled at 
inclusion in 
rather average 
fighting game 
shock! 


REVIEW 



STRATEGY 


/icr/o/v 


CRALLEA/GE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


A DC heroes bring a hint _ 

of cool to any product. J 

T Scruffy sprites and m 

backgrounds. Poor, jerky 
animation. Dire presenta* 
tion - even the energy bars are basic 
beyond all credibility. 


SOUND 


A Fair accounts of super- 
hero-style themes... 


T ...although some 
incidental music grates 
and the sampled effects are rough. 


A Instantly accessible - j 

most humans could get to % 

grips with the basics here C 

and stand a chance. 

T Not enough scope for 
'professionals' to demonstrate their skill. 
Predictable special attacks which takes a 
huge chunk off the excitement value. 


LASTABILITY 


T As Task Force becomes ^ 

boring so quickly, not even M 

the two-player remains is V 

attractive for long. There 
are far better examples of 
collectible Justice League memorabilia 
that will hold their value in years to come. 


OVERALL 


A particularly 

uninspiring \ 

answer to such an d 

exciting proposi- ^ 

tion. Functional 

but no frills. All go but no glitz. 
Something of a super disappoint¬ 
ment. 
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CART SPEC 

• BY: WILLIAMS 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: MOTOR SPORT 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 
m HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: InTinite 

• OPTIONS: Difficulty/Control 


GAME INFO 

• GAME ORIGIN: Based on 
the antics of American Stock 
Car Racing in general. This is 
Williams* first programme for 
the Super NES 

• GAME DIFFICULTY: Easy 

• SCORE TO BEAT: Survive all 
28 races in the No Fear Race 
Circuit 

• ALTERNATIVES: Stunt Race 
FX, Nigel ManselTs FI 
Challenge, Super Mario Kart, 
F-Zero, Exhaust Heat II 


GAME CONTROL 

• CONTROLLER: Joypad 


• RESPONSIVENESS: Limited 


A 


Cruise 




Brake 




Nitro 




Gas 


L: Shift up 
R: Shift down 


^ ^ Start: Starts/pauses 


Select: No function 


GAME CREDITS 


• DEVELOPED BY: WILLIAMS 

• DISTRIBUTED BY: WILLIAMS 

• MADE IN: USA 

• ARTWORK: c NO FEAR 




Williams have a high profile with Nintendo 
players, with Cruis’n’ USA taking money in the 
arcades to serve as a preview for NU 64. So it 
goes without saying that a Super NES motor 
racing game from the same company is sure to 
generate interest. It's certainly different. 

K yle Petty drives a Pontiac, which makes him a bit of a 
show off. Well, not quite as Kyle is the son of 
renowned US motor-racing super-star Richard Petty - a 
hard act to follow in the realms of stock car racing, appar¬ 
ently^ But follow it he has by winning his first ever race at 
Daytona in 1979, and continuing to keep the family name 
within the top 16 of the Winston Cup points championship 
after finishing first back in 1986. He may not always be the 
best, but he's very popular; so you can appreciate why 
coin-op manufacturers, Williams, have chosen him to pro¬ 
mote their important first step into home video-games. 

This and Kyle's associated 'No Fear: Dangerous Sports 
GeaK image. These are three major reasons why No 
Fear® Racing really cannot afford to lose, and so goes 
all out to please. 

So, here is the first motor racing game ever that 
allows players to custom-build their own race circuits 
along with their cars. Enter into a 28 circuit tour of 
America either solo or with a partner and prevent all¬ 
round good fellow Kyle Petty from finishing first in the 
Winston Cup yet again. 




tlTli 


LOST HORIZaHIS 

Races take place no matter 
how adverse the weather con¬ 
ditions, so drivers have to pre¬ 
pare for loss of visibility at 
times alongside the inevitable 
effects driving in snow or rain 
has on handling. Fog is the 
prime culprit for obliterating 
half the track, so that cars 
often emerge at speed unex¬ 
pectedly from the mist - CPU 
controlled cars exercising 
more caution than your 
average human who can 
walk away unscathed from 
the worst smash. 


(ABOVE) Once 
you've selected 
course, faking a 
closer look gives 
a better idea of 
what to expect. 


(ABOVE) Objects that 
are sometimes left lying 
on the track are almost 
impossible to see in 
conditions like these. 


BRUME A CUSHiaiM 

There are two primary options in No 
Fear Racing: Competition in the full¬ 
blown, 28-circuit championship or a 
single race where just one of these 
circuits is accessed for a burn. Races 
vary in terms of circuit size and num¬ 
ber of laps, where there is a maxi¬ 
mum of nine and minimum of two. 
Naturally it takes quite a while to 
speed through all 28, even at 200 
mph, so a password system helps dri¬ 
vers take a break by recording details 
such as money earned and drivers' 
points accumulated. 


mat CHAT 

Whatever your car's posi¬ 
tion, the race commenta¬ 
tor insists on singing Kyle 
Petty's praises. Though 
your skills may have suc¬ 
ceeded to such a point 
where rivals are being 
lapped, the only info 
forthcoming from Captain 
Caffeine in the watch 
tower is how Kyle Petty is 
performing. Sassin' frassin' 
rassin'M! 














































REVIEW 


SOUND 


A Guitar grooves so rock- _ 

ing good, they've compiled ^ 

a mail order CD out of ^ 

them. No kidding! 

▼ Your stock car sounds 

like a hair-dryer. The speech is laughably 

pieced together. 


Where it matters, Kyle 
Petty's No Fear racing is 
^ * frighteningly bad. 

, Though it might get away 
with being ably repre- 
sented by, in most other 
circumstances, promising 
options the abominable 
game play is enough to 
scare even the most 
JQMS JjWJT ardent Kyle Petty fan 

away. Every track looks 
exactly like another, basically because they 
are all comprised of exactly the same 
pieces. With the exception of fog, all 
weather conditions are represented by a 
simple change in overall hue - rain is pur¬ 
ple/ blue, snow is white/ blue and sunny is 
green/ yellow. Oh, and there are snowmen 
to qualify winter conditions too. All corners 
are comprised of 90% segments, which are 
mixed and matched with long or short 
straights to form tighter or more obtuse 
bends but this doesn't prevent them from 
becoming totally predictable. Basically dri¬ 
vers find themselves racing the same 
course over and over, only with set pat¬ 
terns coming in a different order and with 
'weather conditions' affecting the handling 
of the car slightly. Even the most basic ele¬ 
ments of presentation are flawed: The car 
you drive out of the Speed Shop is Kyle 
Petty's No Fear Pontiac, whereas the one 
representing you on the track is another 
one entirely and, no matter which number 
you chose, it's always 00. There's no prize 
for collecting the most prize money and 
the end sequence is the most pitiful effort 
NMS has seen in a long time. Definitely a 
few gallons short of a full tank. 


PLAYABILITY 

A For some reason there 
remains the compulsion to 
win every race. 

▼ Does it go on like this 
forever?". Just one of the harrowed com¬ 
ments expressed about this game. Tracks 
are almost identical. 


LASTABILITY 

▼ Immediately dull, and 
it doesn't get any more 
interesting later on. So 
depressing it's unlikely to 
excite beyond a couple of 
hours' play. 


OVERALL 

A brave attempt 
at a new formula 
for motor racing, 
but a failed one 
nevertheless that 
is very quickly exhausted. 


lY-W-W-WUPE OUT! 

There are some fairly dramatic consequences in store for 
drivers who aren't prepared for this kind of action. For 
instance scraping the tire walls against the barriers through 
poor cornering tears strips of the outside tread. Oops, no 
grip! Another cornering coronary-inducing catastrophe is 
caused by heading into the bend too quickly, causing your 
car to flip right over. Best of all is the result of poor acceler¬ 
ation at the start of a race, where several smashes up the 
rear cause a fuel leak and - 'BOOMI' - no car. Or 'fizzle' as 
the case may be. 


SIMAP TOGETHER JOIIMTS 

Above all others, this is the feature which separates 
No Fear from every other motor racing game avail¬ 
able. All circuits in the game appear quite similar 
because they are comprised of set elements, pieced 
together from a set menu of three parts: Starting 
Grid, Corner and Straight. Choosing the custom 
option allows players to build their own, however 
size is limited and the roads remain perfectly flat, 
unlike pre-generated ones which contain bumps. So 
what, eh. They only make you need the loo! 


PETTY CASH 

Money earned from placing well in the circuit is put 
to use modifying the car. A visit to the Speed Shop 
between races provides opportunity for a major 
make over, where spare tires and nitro boosters are 
available alongside replacement engines and fuel 
distribution systems. The Speed Shop is also a 
recruiting agency for pit stop personnel, who can 
make all the difference. You can even change the 
number of your car and switch to a hot new colour, 
something which doesn't cost 
a baked bean. 


GRAPHICS 

A Okay in places where 
game play isn't affected. 

▼ Distance between cars 
is confusing. This style of 
presentation doesn't work well where 
more freedom is expected. 


S9 ilVM9) 









































(ABOVE) Keep Dredd clear of the 
explosives once he's thrown them. 
(RIGHT) Aha! A computer terminal! 
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Great that programmers Probe are at 
maximising the Game Boy's graphical 
potential; Judge Dredd falls short of 
providing players with an enthralling 
game. The fact that this is Dredd does¬ 
n't seem to have influenced the game 
design much at all. It really could be 
any old action hero accessing informa¬ 
tion from terminals, or kicking offend¬ 
ers into shape. You could even say that 
this is Alien III, only you're blowing 
your targets away instead of saving 
them. That said the sprites are far less 
intimidating and unnerving than aliens 
scuttling about the place. Even the 
basic control of Dredd is illogical at 
times, for example it's annoying that he 
can jump onto some buildings but not 
others of exactly the same height, hav¬ 
ing to look for an overhead cable to 
monkey across instead. Descending 
ladders is an art too, where you're 
most likely to witness Dredd squat a 
few times before doing what he's sup¬ 
posed to. Super NES Dredd overcomes 
its problems with improved control and 
a prettier appearance. Unfortunately 
this offender isn't so lucky. 


• BY: ACCLAIM C 

• PRICE: £24.99 

• RELEASE: OUT NOW “ s 

• GAME TYPE: PLATFORM ADV. 

• CART SIZE: 4 MEG 

GRAPHICS 

4 Some features are indistinct, making it difficult to 
identify functional items. 

SOUND 

4 Fair interpretations of the movie themes. 
Unfortunately they repeat after a short while. 

PLAYABILITY 

4 Dredd is too floaty and requires a lot of patience to 
perform simple tasb. Combat is a clumsy affair. 

LASTABILITY 

4 Some stages take time to fathom out. However 
players are likely to abandon all hope before time. 

OVERALL 


It's either you or the gome that winds up solitary 
in an Iso-Cube. Which is it to be? 


„jrS A,.,PLATFORM GAME.., 

With Judge Dredd being just about the most 
famous law enforcer there is, it follows that 
he is the star of the game. This and the fact 
there's a major Judge Dredd movie soon to 
be released, of course. Like Stargate, 
Warlock, Alien - pretty much any action film 
license you care to mention Dredd gets to 
hop around platforms, weapon in hand, 
defending himself against the unfriendly 
attentions of enemy sprites. In this case 
they're representing either Judge Hunters, 
Clones or Block War participants, depend¬ 
ing on which area of 'Mega City 1' Dredd's 
mission takes him. 

...DROKK!...PUZZLES...CART... WOR 

Dredd's usually keen to drop his foes no 
matter what their crime, but there's more to 
consider than just a steady aim. Basically, 
those of you whose brains are still intact are 
going to need them! Special terminals are 
located in each stage, primarily giving 
Dredd access to classified information such 
as weapon status, number of arrests and 
accuracy of shots fired. It's important to 
know these things when you're a Judge, 
see. It isn't long before terminals start to 
play more of an instrumental role in the 
proceedings, requiring electronic keys to 
break force fields or close down circuits of 
illegal cloning devices. 
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ome people are a law unto themselves. Currently 
^^this just makes them plain annoying, and nobody 
wants to employ someone who won't co-operate. 
Yet in the third millennium the government, in its wis¬ 
dom, decides to give them guns and the right to sen¬ 
tence anyone they don't like to death. Plus they earn 
the impressive title of Judge. Great. 

But what if or just say that shortly after the third millennium 
the world decides to wear big smiles, share the ice cream, 
and discard all personal weapons. There'd be an awful lot 
ex-Judges with nothing to do, wouldn't there! They'd make 
great games reviewers, mind. As judge, jury and execution¬ 
er, wonder what they'd make of this... 
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N i ntendo* 


MAGAZINE SYSTEM 


IT STARTEP WHEN I WAS YOUNG, SPITTING OUT THE 
CHEAP my FOOP MY MUM TRIEP TO FORCE POWN MY 
NECk. AS I grew OLPER I WOULPNT PE SATlSREP WITH 
JUST ANY OLP TOY; I WANTEP THE SUPER PELUXE SETS 
WITH FREE TOICENS TO SENP OFF FOR LIMITEP EPITION 
ACCESSORIES. AS I APPROACHEP MY TEENS I SOUGHT OUT 
IMPORTEP CPS OF HARPCORE GROOVES; COMPLETE WITH 
PONUS TRACkfS, LYRIC SHEETS ANP EVERYTHING. fTONE OF 
YOUR CHART TRASH FOR THIS STYLISH INPIVIPUAL. AHEM. 
^OH YES PM A QUALITY JUNiClE, ANP PROUP OF |T. 
PROPLEM IS. aASS COSTS ANP PM CURRENUY SO CUR¬ 
RENCY CHALLENGEP PM STRUGaiNG TO MAINTAIN MY 
CREPIPILITY. 50 I THANIC MY LUCl^Y, GOLP-PLATEP |N A 
SPECIAL GIFT SET, AUTOGRAPHEP PY ANPY MCViTTlE STARS 
FOR THE IfMS SUPSCRIPTION OFFER. BASICALLY. WHAT I 

get is twelve quality issues for the price of ten. 
THAT s Twavt FOR THE PRICE OF 

nnn! OF COURSE THERE'S MORE TO THIS OFFER THAN 
THAT. X'M NOT STUPIP. THE FACT |S I ALSO GET TO SEE 
lfM5 PEFORE THE HIGH STREET SHOPS HAVE HAP A 
SNIFF OF IT, WHICH MEANS PM TOTALLY aUEP UP PAYS 
PEFORE ANYONE ELSE. 

'KOW I PONT WANT PEOPLE CRAMPING MY STYLE OR 
ANYTHING. PUT THIS OFFER'S OPEN TO ANYONE - MUCH 
AS I HATE TO APMIT |T. 50 IF I WERE YOU. WHICH PM 
APSOLUTELY NOT OICAY. PP SIGN ON FOR THIS EXCELLENT 
PEAL RIGHT NOW.' 
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To take out a subscription to Nintendo Magazine System complete the foim 
and send with payment to : Nintendo Magazine System, Subs Dept, Tower 
Publishing, Tower House, Sovereign Park, Lathkill Street, Market Harbour, 
Leicester, LEI 6 9EF. 

(or if you want to pay by credit card call our subscriptions hotline on 01858 
468888 quoting source and offer codes) 

I wish to subscripe to Nintendo Magazine System and I enclose a 
cheque/postal order made payable to Emap Images Ltd forS. 

□ UK (Offer Code: F02) : £24.50 

□ Overseas surface : £33.40 

□ Air Europe ; £36.70 

□ Air Zone 1 : £50 .00 

□ Air Zone 2 : £57.50 

□ Eire : £33.40 

Source Code : IFl 8 

NAME ;. 

ADDRESS :. 

POSTCODE:. 

SIGNED:. 

(Parent or guardians signature if under 18 years) 

All subscriptions will be processed as quickly as possible, but you should allow 
28 days for the order to be processed and expect to receive the first avalible 
issue after that. 

Subscriptions guarantee: remember, if you are not completely satisfied with 
your subscription, you can cancel at any time and get a full refund for any 
unmailed Issues. 

□ Tick here if you do not wish to receive any direct mail that Emap Images Ltd 
feels may be of interest to you. 













What is it with these future New Earth civilisations? 
Honestly, you'd think with all of their high technology and 
weapdhTot mass destructidii they'd be able to at least fend 
off the occasional attack from alien invaders, Tsch! Looks 
like it's up to the noble Super NES gamestrels to save their 
butts... again! 

T he Axis forces lead by Venkar Amon have finally 
broken the back of New Earth's defences. With 85% 
of galactic bases occupied by hostile forces, 
one remaining hope lies in a squad of robotic 
fighting droids - the Metal Warriors. \ 

Although unorthodox in their tactics, the pilots \ 
of these giant mechs have the kind of reputation \ 
you'd expect from a planet saving team. Fearless \ 
in their pursuit of the enemy, they rely on power \ 
and tactics to guide them to glory, and they're not \ 
afraid of pinching the occasional enemy piece of ^ \ 
hardware. Join us as we venture through both \ 

the missions and the training of the two-player / \ 

mode in a bid to save mankind! \ 


MSTRb 


CART SPEC 

• BY: KONAMI 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


GAME FEATURES 

% NO. OF PLAYERS: 7-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: 5 

• OPTIONS: Name and control 


GAME INFO 

• GAME ORIGIN: Based upon 
KonamFs earlier robot classic 
Cybernator. 

• GAME DIFFICULTY: Tough 

• SCORE TO BEAT: Emerge 
from Stage 4 intact 

m ALTERNATIVES: Cybernator, 
Super Probotector and Super 
Metroid 


DUEL 

Take time out from the guts 'n' glory of rescuing the planet with 
a spot of unadulterated, two-player, one-on-one, split screen 
battle action. As you'd expect from a battle-mode confrontation 
the aim is to grab as many power-ups as possible and bomb 
the bolts out of the other player's mech suit. In tune with the 
rest of the game, you also have the option to change suits as 
often as you like. 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Frenetic 


Place secondary 
weapon 


Fire secondary 
weapon 


Activate jet pack 


L: launch / use power 
R: Defence shield 


(LEFT) 

Lieutenant Paulito 
saves the day thanks 
to his swift rescuing of 
the dreamy Dr 
Sharpies. Time for a 
sharp exit! 


GAME CREDITS 

• DEVELOPED BY: KONAMI 

• DISTRIBUTED BY: KONAMI 
m MADE IN: JAPAN 

• ARTWORK: c 1994 KONAMI 
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FLIGHTY MORPHIN 
CYBER SUITS 

Talk about power dressing! 
These mech suits are the 
essential accessory for every 
soldier in any kind of global 
conflict. The Metal Warriors 
come in various shapes, sizes, 
and allegiances ranging from 
the experimental last ditch 
droids of the New Earth to the 
deadliest full-flight weapons of 
the Axis forces. 


NiTRO 

What it lacks in the firepower 
department, it sure makes up 
for in total manoeuvrability. 

The droid you start with, so get 
practising. 


HAVOC 

Currently holding 85% of New 
Earth bases, these 'Shock 
Troops' pump lead into any¬ 
thing that moves. Investigate 
every nook and cranny for 
abandoned units to turn on 
their maker. 


When the 
^ ^ Super NES 

- ^ was in its 

- infancy 

Metal 

I ^ Warriors 

would have 
B been exactly 
the kind of 
game that 

B^UL B would have 
caused total 

excitement amongst games 
players. The mixture of blast 
'em and mission-based game- 
play would have rocked the 
foundations of standard for¬ 
mats. Add to this the option to 
hijack suits mid-game, and 
take on an opponent in battle 
mode, and the result would 
have been an instant success. 
But these days players demand 
more, especially when you con¬ 
sider Cybernator lead the way 
in this genre years ago. Metal 
Warriors is a thoroughly decent 
game guaranteed to keep you 
going back for more, but if 
only is wasn't so dated. 


PROMETHEUS 

A stonking 150 tonnes in 
weight, this one-man tank 
packs a dual punch of high 
explosive shells. Due to its 
heavy mass no jumping or fly¬ 
ing abilities are available. 


OOE select > 
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GRAPHICS 

A Excellent renditions of 
the mechs and their vari¬ 
ous actions. Nice use of 
smaller human sprites. 


▼ Maybe a little bit too predictable. 


PLAYABILITY 


A Easy to get into with a 
surprisingly natural control 
system. Loads to explore 
and discover. 


86 


▼ The enemy forces are sometimes a bit 
too tough for their own good. 


LASTABILITY 


A Even though the early 
levels are easy to com¬ 
plete, the lack of restart 
points makes later loca¬ 
tions a real challenge. 


BREAKDOWN 

STRATEGY 
ACTION 
CHALLENGE 
REFLEXES 
ORIGINALITY 


LONG-TERM INTEREST 


SOUND 

A Chunky whams and 
bams of metal on metal, 
coupled with exciting 
upbeat tunes. 

T Kind of typical, and slightly muggy. 


OVERALL 




lx - ^ 


(TOP RIGHT) Size isn't everything. 
Even a huge mech suit is vulnerable 
to bazooka attacks from the little 
guys. Watch out for fellas hiding in 
hard to reach places. 






MULTI MECH SWAP SHOP 

Tired of driving the same old mech day-in-day-out? Why not 
trade in your older model for a brand spanking new upgrade. 
While battling through the occupied locations look out for soli¬ 
tary mech suits, dropped by both your forces and abandoned 
by enemy deserters. By igniting the jet pack on your back it's 
only a short hop to the welcoming piece of machinery and a 
host of new guns to play with. But watch your back when you 
go for a spot of extra-vehicular activity as enemy soldiers can 
hijack your mech and turn it against you! 


FLIGHTY MORPHIN 
CYBER SUITS PART 2 

BALLISTIC 

An oversized robotic pinball, 
the power comes from a high 
energy plasma cannon and 
shields that surround the inner 
workings. 
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SPIDER 

An Axis commando droid 
feared by New Earth's 
defences, Spider climbs all sur¬ 
faces and unleashes its force 
from a drone that hovers over 
the main unit. 


DRACHE 

Starfish in design, Drache is the 
most powerful mech in the 
known universe. Its special 
power dive is an unbeatable 
force. 


^ The Super NES is re-invented 

^ ^ yearly as its hardware is pushed 

1% J to the limits, which leaves 

f ^ ^ games like Metal Warrior trail- 

I ing behind. It isn't fair to dis- 

I grace MW completely however, 

i as it features some clever char- 

^ t acter design in the form of the 

^ mechs. Interchanging between 

them is a clever idea, improved 
PAUL.D by the fact that the pilot is 
* effective in other ways when 

free of his metal jacket; flicking switches, sneaking 
behind enemy lines and piloting star cruisers into 
space ports. Depsite its grand presentation howev¬ 
er, Metal Warriors is nothing great. Stages are 
short-lived and uncomplicated, and not even the 
ability to blast holes in almost every surface area is 
enough to excite. The overall impression is that the 
mechs came first, along with the basic 'shoot 
everything' ideal, but the full potential is never 
reached. Most players are now far too wise to fall 
for fancy intros and stunted game play - 
a category which Metal Warriors sadly falls into. 


(RIGHT) Shoot 
away the blocks 
to get to the top 
power-up in the 
grey box. 
Hurrah! 


A good whole- 
some game that 
harks back to the 
early days of the 
Super NES. A ~ 

would-be classic of yesteryear, 
though not a substantial enough 
title when compared to today's 
standards. 
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B) Justine Carlson (award 
winning, smooth-talking, 
car-driving ad manager of 
our sizzling magazine)? 

C) A nice meat Phal (taste- 
bud stripping ruby from 
your local Indian Restaurant 
or takeaway)? 

D) AAr. Hugh Grant's under¬ 
pants (dark-blue AA&S Y- 
fronts once worn by the 
raffish English actor, now 
'for sale' for the right 
price)? 

F) A cup of tea ('in' hot 
beverage apparently creat¬ 
ed by pouring boiling 
water onto the dried 
leaves of an Indian plant)? 

E) The One in July featur¬ 
ing all* the piping hot 
goodies over there? 


iDoom-tastic alien adventure type- 
|__^i stuff! Hot enough to sear 
^ \ * J ' the gusset of the iciest 
ice maiden! 




i Bang away at the 
I ballsiest bomb- 
f disposal fest we've 
ever seen! Play the 
explosive demo and then 
enter our competition 
to design a level for 
the finished game! 


Probably 




Exclusive First Review! Come on! Get slap 
happy! There'll be bags of gameplay but 
absolutely no hair — and that's a promise! 


THE 


Do you know 
what's hot 
and what's Hot? 


f ind out by completing 
this couldn't be easier- 
to-follow test. All of 
the following items are 
pretty 'hot' just at the 
moment, but, tantalising- 
ly, only one of them will 
be available in your local 
newsagents from 28 th 
June. Ah, now, but which 
is it? 

A) The molten core of the 
planet Mercury (planet 
nearest the sun with 
surface temperatures 
approaching those enjoyed 
by visitors to Scarborough, 
Naples of the North)? 




Revelatory hole-by-hole account 
of Sensible Software's 
imminent(ish) 

gala of all things \ ^ z\ 

goofy 'n' goify! ^ 


Supe^traS 


ANOTW 


Unbelievable ®-sr Street Fighter 2 _ 

demo featuring that absolutely 

amazing £10 off the full game voucher-thing 

we promised you, Guile-fully. (Aha-ha-ha!) 
























Y bu probobly don't remember the bar-code baftter ^emze' of 1992* 
Even if yoti do, what's It iso do with football? if you're Japanese^ 
own a Super Famicom and are a fsg follower of major league iootball 
you'd find a bar-code imttier comes in very handy fm* Epoch's tat^f &ur- 
piayer soccer fest. 


fall ender several larg 
year's Excite Stage woi 


1 so much focus oe Konomt's Intemoiional Super Star Soccer, if s easy to rgnore other 
br soccer gomes^ Licenses don't get any bigger thae J League m Japan, which s 
we're drawing your attention to Excite Stage '95. Somehow, relatively unheard of 
developers Epoch are in possession of the J League license so their wares inevitcdaiy 
of spotHghts as o result. Is this four-player, Bar-Code Battler compatible follow-up toibst 
'lialt tablet ond fre^ orange? Gawk this way... 


.'A Once Konami entered the sta- 
/ ^ dium, we all knew it was 
( going to be tough for 

. anyone else's 
soccer gome to 
follow. Epoch's 
second attempt 
^ jat capturing the 

excitement of J 
League is only mor- 
M L ginolly better than 

their first, which was¬ 
n't so great. For oil it delivers, the front- 
end presentation is too heavy and in 
some coses unnecessary - especially 
with the bar-code battler. On the other 
foot, the endless modification screens 
ore sure to stir the apparent mathemat¬ 
ics fanaticism of most Japanese players. 
Where it matters, in the control of the 
gome. Excite Stage '95 trips over sever¬ 
al pairs of untidy bootlaces: the boll is 
glued unrealistically to the boots, some¬ 
times players nearest the boll pause 
before coming under control (tsch!), 
outo-goolies ore ridiculously eagle 
eyed, the after touch is handled clumsi¬ 
ly by the L and R buttons, and the refer¬ 
ee ignores the most blatant fouls. While 
struggling with this, your ears ore bom¬ 
barded with o cacophony that is sup¬ 
posed to be the crowd but brings to 
mind the sonic terror of some mod sci¬ 
entist's death ray. Well, at least now 
you know it exists. Wait for ISS2. 


PRAcncemums... average 

There are seven game options in Excite Stage '95. Four of 
v4iich are more interesting than those usually found in 
footy gomes^ Aton^ide old favourites as 'League' 
ond 'Cup' mods, there's opportunity to select an 
indoor game^ practice penalties or invest in 
sombtf^^rmmg. By far the best option, we 
reckbii, is Tlceam Team' through 
which playeK compile an all-star 
team of their own 
selection. 


MMS 


BAR-CODE BOmER 

We must confess to being without a Bar-code battler here at NMS. However this doesn't prevent us 
from telling you ho>¥ one works with Excite Stage '95. It isn't so great. Instead of select¬ 
ing a team from the list of options on screen, those players who trust their BCB more 
are referred to the list of team statistics as the back of the instruction man¬ 
ual. Alongside each roster th«e is a bar code, containing all the infor¬ 
mation. It alt seems a bit pointiess really; just a crazy gimmick. 


RAnUGS 

• BY: EPOCH 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: FOOTY SIM 

• CART SIZE: 8 MEG 

GRAPHICS 


4 Passable in the days before ISS, but scruffy-iooking 
and poorly presented os it stands today. 

SOUND 

e Poor quality sound effects and equally disgraceful 
music. An embarrassment to the Super NES. 

PLAYABILITY 

4 For 0 quick knock about it isn't bad, but it's hard to 
take Excite Stage '95 seriously. 

LASTABILITY 

e As it's so poor in general, anyone in possession of 
this game is unlikely to devote it much time. 

OVERALL 

Vastly overshadowed by Electronic Arts' FIFA '95 
and Konomi's International Superstar Soccer. For 
J League diehards only. 


■ .JUgAOVO 




6 ^ 

63 

49 





















bring back an amaz- 
a first look at 
:„5ArB’ «»«• 

Vnll 


:asArts 

;SAULT2lYou 

.fir 




yk^y 













favourite! 


Umbrella: Use this to thwack enemies all 
about, or descend gradually into the midst of 
terrified masses. 




CART SPEC 

% BY: NINTENDO 

• PRICE: £29.99 
m RELEASE: JUNE 

• GAME TYPE: ADVENTURE 

• CART SIZE: ^ MEG 


GAME INFO 

m GAME ORIGIN: The long- 
awaited sequel to an old NMS 
favourite. Shigeru Miyamoto is 
listed as one of the game's 
producers. 

• GAME DIFFICULTY: Medium 

• SCORE TO BEAT: Better than 
550/0 

• ALTERNATIVES: Kirby's 
Dream Land, Warioland, Tiny 
Toon Adventures 2 


I n Kirby's Dream Land 2 the bubblicious 
hero returns to his platform-adventure 
gaming roots where he waits to demon¬ 
strate many newfound abilities. To accom¬ 
pany him on this seven stage journey he 
has trained three creatures to assist him 
in situations too tough for a lone Dream 
Lander to handle. Problem is somebody, 
not sure who just yet, has trapped them 
and sealed them in bags, which kind of 
ruins things - but not for long! With his 
special suction powers primed to the max, 
we suspect it's King Dedede who's due to 
get it in the beak again! 






Ice Blast: P-P-Pick up a penguin to freeze al 
foes in their tracks. 


KIRBY’S POWER TOOLS 

Kirby seems to have earned the 
rather pathetic title of lovable little 
windbag. Well, yes he does have 
the ability to inflate and deflate at 
there's more to his 
1 Dream Land make up than 

this. Kirby is a vicious killing 
' machine! Very few smaller 

' creatures in Dream Land 

^ can withstand being 

sucked into Kirby's gaping 
' » maw, or predict his 

falling onto the crown of 
their heads like a rock 
(ouchI). Or how about hav- 
ing your hair vacuumed away 
Ttgm only to be spat back out at 
i v' / you? Not a nice thought is it. 






GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSE: Good 


5^ Start: Pause 
5^ Select: Drop item 


GAME CREDITS 

• DEVELOPED BY: HAL/NINTENDO 

• DISTRIBUTED BY: NINTENDO 

• MADE IN: JAPAN 

• ARTWORK: c NINTENDO. 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Yes 

• CONTINUES: Infinite 

• OPTIONS: None 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 
Improved sound effects, plus a 
great use of colour throughout 
- as you can see! 
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Rock and Roll: Get the drop on Dedede' 
troops after floating way up high or roll down 
hills, knocking them flying like skittles. 


Torch: Hot food is Kirby's favourite. Belching 
flame enables him to toast those no-good 
Dedede sympathisers to a crisp. 


Electricity: Sparks fly as Kirby shocks his foes 
good-bye! Look out for enemies resembling 
miniature fireworks displays to absorb. 


f So far Kirby hasn't been associ¬ 
ated with one bad game. His 
first Game Boy adventure really 
changed our view of how plat¬ 
form heroes were expected to 
behave, so nothing much could 
. surprise us in the sequel. It 
\ seems odd that he now depends 
j\ on others to cloak him with spe- 
cial abilities, when those already 
i^ his possession are potent 
enough. The main problem with 
Kirby platform games is that his powers are so 
great he is made virtually invincible. To compensate 
for this Dream Land 2 features more levels which, 
in turn, are more complex and better guarded. 
Vertical and forced scrolling sections increase the 
challenge and the bosses met at the end have less 
predictable attack patterns too (though Wispy 
Woods is still a joke). Kine, Coo and Rick provide 
extra weight where it's needed and are vital to 
finding some extremely well guarded secrets. More 
thought has gone into making Dream Land 2 a 
better balanced game, as a result it requires more 
thought to ploy. For an example of excellent game 
design, you should buy this - it's brilliant. 
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(RIGHT) Mr Shine and Mr Bright 


(BELOW) Who's in the 
bag? Must save them! 


ANIMAL MAGNETISM 

As you can see, Kirby is extremely well repre¬ 
sented for special abilities. So having to call 
upon animal friends for assistance means 
there's definitely BIG trouble ahead for him! 
Just like Kirby, each creature possesses the 
magical ability to absorb and make use of 
other Dreamland wildlife powers. Immediately 
more beneficial to an exhausted Kirby is that 
all three friends replenish Kirby's flagging 
energy. 


RICK ^ 

Dedede's first victim! Though his paws are 
intended to remain on the ground, Rick is able 
to make powerful use of any special abilities 
imparted by other animals. Watch Rick toast 
his foes with furnace-like breath, or wallop 
those further away with a Kirby-turned- 
boomerang! This is one hamster whose drink¬ 
ing bottle you dare not drop! 
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(ABOVE) Coo 
struggles to air¬ 
lift an extremely 
bloated Kirby. 
The sooner he 
spits those stars 
out the better! 


STRATEGY 


ACTiON 


ORIGINALITY 


HOUR 


WEEK 


MONTH 


YEAR 


In keeping with the fish angle Kine is 
of very little use when out of water, 
however Kirby finds it impossible to 
swim against the strong underwater cur 
rents without Kine's help. Other crea¬ 
tures' powers have particularly frighten¬ 
ing effects on Kine too. Check out the 
porcupine attack for something really 
disturbing! 


STARS KIRBY 

Japan knows this Game Boy series better as 
'Stars Kirby', and it's easy see why. Stars are 
an integral part of Dream Land everynight life, 
providing transport between islands and 
rewarding those lucky enough to benefit from 
seven discovered at their natural source with a 
whole extra life! When there's fighting to 
be done, stars are the most power- 
ful projectile warriors like 
Kirby can depend on. 


as I've been saying 
repeatedly, there's never 
been a better time to own an 
5 M Super NES, the same is cer- 

tainly true for the Game Boy 
too - three brilliant games 
for it in one issue! 

Dreamland is 2 is all a prop¬ 
er sequel should be - suffi- 
ciently different from the first 
game, bigger and more chal- 
lenging too. That said, 
thanks to the increased variety of ways in 
which the Kirbster deals death, it's still possi¬ 
ble to suck your way, way past the half-way 
mark on the first sitting. But then again a 
tough challenge was never really part of the 
Kirby equation. In short. Dreamland 2 is pure 
gameplay pleasure and always fun to revisit 
after you've long since completed it. A very 
necessary purchase indeed. 


ji CnHHS) 


BREAKDOWN 


CHALLENGE 


IWHWHroiHiiicHl 

LONG-TERM INTEREST 


OVERALL 


BUY KIRBY'S 
DREAM LAND 2 
FOR YOUR GAME 
BOY! IT'S ACEIH 


LASTABIUTY 

A Three battery-backed 
save positions should give 
you some indication of 
how much playing time 
there is here! 

▼ Quite easy to play through - but so is 
Super Mario World. 


GRAPHICS 

A The cartoon style used 
to depict Kirby and every¬ 
thing in Dream Land is 
perfect for Game Boy. The 
string colours and overall 
bright presentation make it a great game 
to play through your Super Game Boy too. 


SOUND 

A Humorous tunes tickle 
the funny bone. It's diffi¬ 
cult to play this game with¬ 
out wearing a huge smile. 
Sound effects associated 
with Kirby games are among 
are actually memorable. 


PLAYABILITY 

A Surprises are many, 
preventing the game from 
becoming boring. Kirby 
controls so incredibly well 
that you've just got to try 
this game out to see for yourself! Most 
end-of-level bosses demonstrate inge¬ 
nious attack patterns. 
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CART SPEC 

• BY: NINTENDO 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PUZZLE 

• CART SIZE: 8 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infinite 
m OPTIONS: Loads 


GAME INFO 

• GAME ORIGIN: Kirby is a pin¬ 
up star to Paul D and many other 
fans of his original NES 
Dreamland adventure. Kirby's 
Avalanche is actually a conver¬ 
sion of the popular Japanese 
puzzler, Puyo Puyo. 

• GAME DIFFICULTY: Mentally 
taxing 

• SCORE TO BEAT: Completed it 

• ALTERNATIVES: Tetris, Puyo, 
Wario Woods, Doctor Mario 


GAME CONTROL 

• CONTROLLER: Joypad 

• RESPONSIVENESS: Dreamy 


e only way to 
irbys is a ma 
ibmmg up four id 
ji^our^ Jiirbett^ whereupon they van : 
Nev'^ ifo retuwj in Iwerity years on your 
claiming they'* your long lost son, Kirby Jr. | 


j Rotate Left 


Rotate Left 


meddle in 
‘ someone e 1 ^ s 

^ affairs, SquishM, 

: get 't.: 

I - Founf a i r 




Rotate Right 


Rotate Right 

L: No Function 
R: No Function 

Start: Pause 
Select: No function 


GAME CREDITS 

• DEVELOPED BY: Oon^JefBaviesio 

• DISTRIBUTED BY: Nintendo 

• MADE IN: JAPAN 

• ARTWORK: Nintendo 


As far as Tm concerned, the 
original Puyo Puyo is even bet- 
ter than Tetris. So it's good to 
see the game getting an airing 
under the more marketable 
Kirby license over here. The 
^ actual gameplay, thankfully, 

remains exactly the same as it 
ever was, with the devious 
plotting of massive killer com- 
bos giving way to mad-cap 
desperation when your oppo¬ 
nent sends their avalanche onto your side of the 
screen. It's this incredible depth of gameplay that 
makes the game so addictive that even beat 'em 
up junkies like Gary have to play it. To be honest, 
the addition of the (admittedly appealing) Kirby 
characters doesn't make the slightest difference to 
the enjoyment of this game. Still, if it sells the 
game that's all that matters, because everyone 
ought to own a copy of this. 


r lease dori'-t 
on my roots, 
tio u 1 d not l:.is 
w tse decisiOf 

— 


CAILING AIL FRIENDS 

Of course, not everyone has friends to play two-* 
player games with, which is why Paul Davies turns 
to his imaginary dream-chums. And now YOU 
can tool When playing against the computer, you 
have to face a host of nasty-looking dream-oppo¬ 
nents, each one with they're own unique strate¬ 
gies. Of course, they're not really nasty. 

Everyone's a friend in Dreamland. Except for the 
kids, who they try to get rid of in bunches of like- 
coloured fours. 































STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-'TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 


GRAPHICS 


▲ There's only so much ^ 

you con do with coloured 9 

beads, but what an excel- . ^ 

lent job they've done, giv¬ 
ing them eyes. They even 
tremble and stick together like jelly. Top 
marks to the bead-artist 


mm comos 


Perhaps the biggest difference between Tetris and 
Kirby's Avalanche is that the latter is only a 
two-player game. Clearing your side of the 
screen of bea(^ won't win you game. 

The only wayyK) do theft is by filling up your 
^3ponent's side with beads. And the only 
1^^ to do this is by using combos. When a 
J» 3 rtet of identically-coloured beads vanish- 
^^/oll the beads above topple down to fill up 
the space. This sometimes leads to new quar- 

( tets of like-coloured beads being 
made. So, through clever 
placement of beads, chain- 
•teactions can be started off. 

What's more, for every quar¬ 
tet of vanishing beads, some 
colourless beads fall onto 
your opponent's side. The 
longer the chain-reaction, the 
more devastating the 
ovakinche of beads you send 
your oppo- 

nent. Yep, ^ ^ . - 

Kirby's 

Avoianchejs a 
combo frenzy ‘ 
ju^ike KiHot j ^ 

instinct. Except 
with beads. <=> 


SOUND 


A Not exactly the kind of ^ 

music you'd expect to hear M 

in Dreamland, but the ^ 

frantic tunes perfectly suit 
the gameplay. Likewise, 
the sound-effects and little dream 
creature cries of triumph are superb. 




ijEKT:; 


A If you think all these 
Tetris-style games are the ^ 

same, think again. The Nk 

combo-potential of 
Avalanche makes it an 
extremely vindictive match game. Wiping 
out an opponent in a massive avalanche is 
truly satisfying. 


jCTfir-E’ 


LASTABILITY 


A Get a friend around for . 

one of the best two-player f 

games ever .Got no V 

friends? Then get an 
enemy round and beat up 
their brain with a flurry of combos. A bril¬ 
liant one player game too, incidentally. 


OVERALL 


Kirby's Avalanche 
such an N 

insanely energetic ^ 

puzzler, that you 

actually feel like you've just played 
an action game. "It's brilliant!" As 
Mr Paul says. 
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CART SPEC 

m BY: ACCLAIM 

• PRICE: £24.99 
m RELEASE: JUNE 

m GAME TYPE: SPORTS 

• CART SIZE: 2 MEG 


GAME FEATURES 

• NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

m BATTERY BACKUP: No 

• CONTINUES: Password 

• OPTIONS: Same as Super NES 


GAME INFO 

• GAME ORIGIN: Small 
screen conversion of the Super 
NES and Arcade classic. 

• GAME DIFFICULTY: 
Moderate 

• SCORE TO BEAT: 10th 
Round 

• ALTERNATIVES: NBA Jam, 

Tip Off 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 
None what / could detect, nor 
nuffink. 


GAME CONTROL 

• CONTROLLER: N/A 

• RESPONSE: GOOD 


Head fake/Jump/block 


Uame not tost enoug 
you? Then turn up 
the heat with 
four, count flffj 

'em, "juice" vm 

settings. Players vH 
may also turn on « 
or off the power- w 
ups and hot-spots « 
that allow players M 
to improve their ' 
abilities and score 
unfeasible amounts 
of points. Hurrah! 


Start: Turbo 


Select: Pause 


GAME CREDITS 

• DEVELOPED BY: TORUS GAMES 

• DISTRIBUTED BY: ACCLAIM 

• MADE IN: UK 

• ARTWORK: c ACCLAIM 




































































SLAM WITH THE STARS 

In the Super NES version of the game longevity was in-built in that, 
as a four-player compatible cart, it was always fun to revisit. 
Obviously this is a bit of a problem in Game Boy TE as it's only a 
single player affair. Mindful of such things Acclaim have managed to 
cram a whole extra tournament into the cart. It's called the 
Tournament Edition Challenge Trophy and you've really got to be a 
bit of an NBA hardnut to even think about taking part. In order to 


REVIEW 



jalify you've got to have beaten all 27 NBA teams first. Who or 
what gamers actually meet in this supreme challenge, we're not 
telling, except to say that it involves some very famous all- 
star players. Darn, I've given it away now. Or have I?... 


STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTEREST 


HOUR 


WEEK 


MONTH 


YEAR 




GRAPHICS 


A Small but functional, 
even on the regular Game 
Boy. Cut screens are good. 


T Gets a bit confusing as 

to who's who occasionally - especially in 

juice mode. 


SOUND 


T Oh dear me no. I fear 
Mr Music was out the day 
Acclaim came to call. Must 
have been down the park 
with Mr Effects. 


PLAYABILITY 


A Slightly tricky to get to ^ 

grips with all the turbo ^ 

extras it plays like a hand- ^ 

held version of the 16-bit 

game. Which is exactly 

what it is! Lawks. Very fast indeed on 

maximum juice. 


LASTABILITY 


A All the NBA Teams to 
beat, should take a while I 
reckon. Plus the promise of 
more for top players. 


It doesn't seem like too long 
ago that I was reviewing the 
Game Boy version of NBA Jam. 
r How time flies, eh! Now the 

1 ^ afraid to 

I ^ ^ better than the last 

H |H| one. More speed, better dunks, 

_ r, , smoother animation. In general 

it's more playable. Torus, pre¬ 
sumably, are a new program- 
ming team so, if this is their 
first major title, well done to 
them. Although the music needs a bit of work - 
like completely rewritten - it is... not dead good. 
But, let's be honest, you don't expect aural delights 
from the Game Boy and they've generously includ¬ 
ed the option to turn it off. Basically it's the same 
story as it was for the 1 6-bit versions - Game Boy 
TE is an absolute must-have if you don't possess 
the first version of the game, and worth consider¬ 
ing if you do, probably. 


▼ No two-player mode. Downer. 


OVERALL 


V\/ithout any 
shadow of a m 

doubt the best 
basketball game 
for the Game 
Boy. Which is exactly wl 
about the last NBA Jam. 
Just get it. 


am 
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CART SPEC 


• BY: SHINY/VIRGIN 

• PRICE: TBA 

m RELEASE: JULY 
m GAME TYPE: PLATFORM 

• CART SIZE: 4 MEG 


GAME FEATURES 


m NO. OF PLAYERS: 1 

• HEAD TO HEAD: No 

m BATTERY BACKUP: No 

• CONTINUES: 3 to be earned 

• OPTIONS: None 


GAME INfO 


• GAME ORIGIN: Jim revolu- 
tionised the platform game 
market last year with his hit on 
the J 6-Bit systems. 

• GAME DIFFICULTY: Hard 

• SCORE TO BEAT: Complete 
Down the Tubes 

• ALTERNATIVES: Super Mario 
Land, Wario Land, Kirby 2. 
Donkey Kong Land. 


SUPER GAME BOY 

• ADDITIONAL FEATURES: 
Different colour schemes are 
all that appears to have been 
added. Can't complain really. 


GAME CONTROL 


• CONTROLLER: Joypad 

• RESPONSE: Excellent! 


/V ) Jump 


Fire/whip 


5 y Start: Pause 


Select: Nothing 


GAME CREDITS 


• DEVELOPED BY: SHINY 

• DISTRIBUTED BY: VIRGIN I.E 
m MADE IN: USA 

• ARTWORK: c SHINY/VIRGIN 


From common garden worm to video 
games megastar, his rise to fame and 
fortune has been meteoric! His name 
is Earthworm Jim, he's got a princess 
to save, and he's coming to a Game 
Boy near you. 


T here can't be many people who haven't 
heard of the exploits of young Jim and 
his platform antics. Last year he stormed 
onto the console scene with his own mixture 
of animation cell cartoon motion and rock 
hard platform gamesmanship. 



One of the most impressive features of the origi¬ 
nal Earthworm Jim on the Super NES was the 
sheer variety of characters and levels. From the 
testing crows and dogs of the Junkyard to the 
downright worm-squishing strength of the bounc¬ 
er cats that haunt the tubes underwater, around 
every corner it seemed lurked a new challenge 
and surprise. So fans of the game will be glad to 
hear that even though the layout of the levels has 
changed slightly, the characters remain the same 
for the Game Boy.For newcomers to the adven¬ 
tures... prepare to expect the unexpected! 
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STRATEGY 


ACTION 


CHALLENGE 


ORIGINALITY 


LONG-TERM INTE/iEST 

^ouR HHhHHHHHZZ] 


AdTCa-NOMXCAL 


WEEK 


MONTH 


At the end of each level Jim can <^ll forth his 
try^ rocket bike steed to tranfort him to the 
planet and set of advenAres. But this is 
^^fnrdinary planet-hopping eftrcise as the 
(JKpdecf crow felon, Psy-CrowJatrols the inter¬ 
planetary highways. In a race aAinst the Crow, 
Jim must dodge inconvenient hAks of asteroid in 
his path and grab as many / 
fuel pods and asteroid 
shields as possible to guar- 
antee For a bonus 

the 

can with dl^- 

tude once equippe^With 
an Atomic Acceler|yprl 
Failure irythe racnpeils 
a spot of ^ 


YEAR 


GRAPHICS 


A Amazing! The graphics 
have to be seen in motion 
to be believed. 


▼ It does move at a furi¬ 
ous pace, sometimes too fast when play¬ 
ing on the monochrome screen. 


A All of the music and a 
large proportion of the FX 
have been ported over 
from the original to great 
effect. 


PLAYABILITY 


When I 
heard they 
were con¬ 
verting EWJ 
to the 

Game Boy, I 
thought it 
was some 
kind of 
ridiculous 


A Just as playable as the 
16-Bit version. Fast, fluid, 
and varied. Ail real con¬ 
tender for best platform 
game on the Game Boy. 


mean let's 

face it the 16-Bit version 
pushed the Super NES to the 
limit. But they have done it, 
and done an incredible job to 
make what has to be one of 
the best looking and fun to 
play platformers on the Game 
Boy. The graphics are as slick 
and well-defined as the Super 
NES cart, the music and FX 
have to be among the best tor 
a handheld, and the playability 
is just a varied and amusing as 
the original. One word of 
warning though, the difficulty 
setting is rock hard, even on 
Practice mode most gamers will 
have a hard enough time get¬ 
ting through to the later levels. 
In all, EWJ on the Boy is a tri¬ 
umph and a must for handheld 
gamers. 


OlfERALL 


They said they 

could do it, and M 

they did! A truly 

remarkable con- 

version from a 16- 

Bit to 8-Bit machine. A game no 

Game Boy owner should be without. 


j LASTABILITY 1 

A Loads of levels and a 
challenge to the max! 
Expect to play for a long 
time before completing. 

L 
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IK PROBKESS 
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He's back, his suit is even better, and this time he's 
brought his mates. No, it isn't Jack Dee. it's Earthworm 
Jim — the latest victim of sequeiitis... 

A lot can happen in a year. Yep, within the last twelve months 
Frank Butcher has disappeared after barbecuing that tramp, 
the NU 64 has changed name more than Paul Davies has 
changed his pants, and the NES finally gave up the ghost. And in 
this tumultuous year, the guys at Shiny Entertainment have been 
busy, too. Fresh from their success with Earthworm Jim, 

arguably one of the greatest platformers to grace the Super 
NES, they have been beavering away on a sequel which is 
set to reestablish the limbless hero as the platform hero of 
the year. Again. 


YOU 

lyCfVCKT MERC 

Following the events of the first 
gome, Jim is now out of work 
and down on his luck. Scraping 
together what little money he 
has, he teams up with a blob of 
mucus called Snott and heads 
for the so-called holiday world 
of 'The Planet of the Monsters.' 
Sadly, this is another example 
of Jim's bad luck as, ignoring 
the planet's name, he is 
amazed to find out that his des¬ 
tination is indeed the host to 
the worst assortment of mon¬ 
sters since a Blake's 7 conven¬ 
tion. Up to his neck in trouble, 
and with only Snott to hand 
(yik!), thirteen stages stand 
between Jim and his journey 
back home. 
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SHOULD OLD ACOUAIffTAKa 

Jim's trek across the game's stages brings him into contact with a 
host of familiar faces from the first game. His arch-nemesis, Psycrow 
has returned and is meaner than ever, whilst Princess What's-Her- 
Name is in trouble again, as Psycrow is planning to whisk her 
away to the local 'Chapel o'Love' and marry her. The blind sala¬ 
mander who made a very brief cameo in the original has had his 

part fleshed out, too. Actually, he's been more hoi- , 

^— -lowed than fleshed out, as this 

time he acts as another 
N. suit for Jim to pull on 

stage based on an 
animal's digestive y 





■?><& 





B. 








" V: ♦ 




Sh 





79 CNM§) 














IH PBIEBISS 


EXTRAS. EXTRAS/ 

Interspersed with the plat¬ 
form levels are a number of 
sub-games. Replacing the 
'Andy Asteroids' level of the 
first Jim outing are a number 
of oddball breathers, including 
slants on the old Arkanoid coin¬ 
op and the 'burning house' 

Game And Watch titles of a few 
years back. These sub-games 
have yet to be fully determined, 
with Shiny currently putting the 
finishing touches to the latter of the two. In 
their slant on the old fave. Shiny have Psycrow 
taking over Peter Puppy's house with the evil 
bird threatening to lob the canine's offspring to 
their certain doom. As he tosses the pups out of 
the window, Jim runs to and fro with a large 
marshmallow in a bizarre attempt to bounce 
them to their Dad to the right of the screen. 
However, as Psycrow gets more frustrated, the 
puppies start coming thicker and faster... 


SKOTT OF THE ANTARCTIC 

Jim's suit has been enhanced slightly for the 
sequel and now boasts a backpack containing 
Jim's mate, Snott. Snott replaces the hand¬ 
swing move of the first game with a third, 
sticky hand which can adhere to virtually any 
surface. This proves invaluable for swinging 
across the underside of a plateau, and also 
allows our hero to scale vertical walls using 
careful timing. In addition to his custom¬ 
ary running, jumping and 
scrambling up sheer 
faces, Jim is also slightly 
faster than before 
allowing him to f 

jump further 

following a JWf 

decent run 
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LOI^ELY MOl^ER 

Jim 2 uses Shiny's new animation system called 'Animotion.' 
Basically, this means Jim's moves are created on SGI work¬ 
stations with all his moves drawn full-size and shrunk down 
to his inch-high Super NES size. For the sequel, Jim uses 


over 2000 frames for his many moves, and Shiny are aiming 
to spread such attention to detail to his assorted foes, too, 
with Psycrow now bigger than before and his cohorts more 
plentiful and better animated. 



















ClfTCa STAGE LEFT 

There are 13 basic levels to 
Jim 2, starting in a level very 
similar to 'What The Heck' from 
the first game, and moving 
through circuses, psychedelic voids 
and the intestines of a large monster 
— complete with acidic residue on the 
walls! These levels are roughly the same size 
as those of the first Jim, but the hazards are 
more plentiful, and Shiny have included slightly more of a 
puzzle edge to the proceedings, with Jim throwing pigs 
down chutes to fend off sea beasts and slapping old 
ladies whilst operating a chair lift. Bizarre. 


(SEQUENCE) Further 
evidence of the twisted 
imaginations behind 
EWJ2 is the bizarre pig¬ 
stealing section. Jim 
faces a pond guarded 
by a deadly goldfish but 
cannot cross unless he 
feeds the fish first. So 
what better to do that 
with than a nice slice of 
prime pork on the 
bone. What indeed... 
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A dark cloud has been cast over these once bright and cheery 
pages. / have given a name to this darkness and that name is 
Rob Jenkins. Never in the history of the mailbag has such an 
individual illicited such a response. Poor blighter! isn't a 
chap entitled to his opinion anymore? Apparently not, 
judging from the plethora of anti-Jenkins rantings / 
received this month, a couple of which are repre¬ 
sented here. Looks like the ball's in your court 
Robbie m'lad. The rest of you, if you have any¬ 
thing worthwhile you want to share with us, 
write in to / DON'T CARE IF NINTENDO DON'T 
RELEASE THE NU64 - NO MATTER WHAT ROB 
JENKINS SA YS - NINTENDO ARE STILL COOL 
IN MY BOOKS. HONEST. / REALLY MEAN IT. 
I'M NOT BITTER OR ANYTHING. REALL Y. 
SEAL'S MAILBAG, NMS, Priory Court, 30-32 
Farringdon Lane, London EClR 3AU 


OCEAN PICTURE 
OF THE MONTH! 

A splendid, splendid I say, effort from Lee 
Sawkins who lives down the road from our 
Peteski. Not interesting, but I thought you'd 
like to know anyhow. Zzzzzz. 


PAUL DAVIES HLP 

DEAR SEAL 

Please print this letter as it is the third time I have 
v/ritten to you. If you don't I will come down to 
the NMS offices and make a nice batch of Seal 
stew! 

As I sat reading issue 32 of your excellent maga¬ 
zine I noticed an error in your special fea¬ 
ture on the NU64. It stated that RISC was 
an abbreviation for Reduced Instruction per 
Second. In fact it stands for Reduced 
Instruction Set Computer. It is called so 
because the character set is reduced to 
increase the speed of accessing data. Apart 
from that the feature was excellent and the 
first screenshots made my eyes water with 
joy. Could you please tell me why so many 
FIFA-esque games such as Fever pitch and 
Manchester United are coming out when 
the true god of football games is ISS from 
Konami? One last thing - why haven't 
Ocean signed up to develop software for the 
NU64? And why did you only give ISS 96% 
when it deserved 100%? 

Kevin Smith, Dundee 

SEJKL:Ahem, er, well done Kevin, you're 
the first to have spotted our deliberate 
mistake which was, koff, only put in to 
test our readers' technical knowhow. Or 
something. You'll doubtless be pleased to 
find out that Paul Davies was taken 
behind the back of Emap Towers and shot 
for his sins this very morning. On your sec¬ 
ond point, wouldn't you want a piec e 
of the ISS/FIFA socc er pie if you were a 
software house? You cant really blame 'em 

for trying. Thirdly, Who says they hrnren't? Who says they won't? Not me. Lastly, we only 
genre ISS 96% because we're senring the really big score for 1552 which we've seen and 
is rather flippin' exc eptional. But more on that little gem soon. 


ROB JENKINS SUCKS 

DEAR SEAL 

In reply to Rob Jenkins in issue 32 about 
the NU64 in Europe '96. The Super NES 
arrived in Britain in April '92, nearly two 
years after the Megadrive. It was second in 
arriving but first in terms of hardware. If the 
NU64 does come to Britain in '96, Rare will 
have had more time to tweak and perfect 
Killer Instinct. The same goes for other 
NU64 games like Cruis 'n' USA. In the 
meantime Nintendo has time to gather as 
many soft/hardware companies as possible. 
The problem with the new machines is that 
it's not just powerful hardware that sells 
them - it's the software support to back it 
up. The Atari Lynx, for example, was much 
superior to any other handheld, but the 
software support was rubbish and it 
flopped. But with the amount of companies 
signed up for the NU64 the rest of the 
competition will be blown right out of the 
water and sent into orbit around Pluto. If 
you want second best it's out in September, 
if you want best you'll have to wait until 
next year. 

Lee Turley, Birmingham 

SEAL:What a sensible letter - are you 
sure you don't work for Nintendo? 

That is precisely the argument they 
are proffering as the reason for the 
NU64's delay. At the keynote speech 
given by Howard Lincoln at the 
rec ent E3 show he explained how 
by managing to publish games like 
Donkey Kong Country and Killer 
Instinct on the Super NES they had 
effectively raised the "Gold 
Standard" by which the NU64 will be 
measured. As such, they were hold¬ 
ing back the machine's release until 
April '96 to give developers time to 
produc e absolutely blinding 
games instead of just incredibly out¬ 
standing ones. A fair argument, you 
might think, but one which loses a 
bit of credibility when you learn that 
the Japanese are still expecting to 
launch the machine with software 
this Dec ember. Figure that one 
out for yourself... 

YEP, HE DEFINITELY SUCKS 

DEAR SEAL 
I have to disagree with Rob Jenkins. 
Nintendo should not release the NU64 until 
it is well and truly ready. Or even better, a 
worldwide release sometime in mid '96. 
With games like Cruis 'N USA, Killer Instinct 
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and Doom in the pipeline it will be well 
worth the wait. When it eventually comes 
out it will put the Saturn and the Playstation 
to shame. As for the Super NES - please 
don't kill it before its time, Nintendo. With 
the graphics used in Donkey Kong Country 
put to use in other games imagine the pos¬ 
sibilities! Also the FX 1 and 2 chips are tak¬ 
ing Super NES games to new heights in 
titles like Comanche and Starwing 2. I bet 
the Super NES could stand toe-to-toe with 
the Saturn. Also, some people say that 
Nintendo will lose loads of customers when 
the Saturn comes out. well they're wrong. 
When gamers go to their local store and 
see a demo of FX Fighters running against 
a demo of Virtue Fighters and then check 
out the price of the Saturn vs the Super NES 
they'll go for the Super NES unless they're 
filthy rich. 

Yousef Khalifa, Dublin 


NO! 

ROB JENKINS 
RULES!! 

DEAR SEAL 
I totally agree with Rob Jenkins who wrote 
in in issue 32. What the *%$£ is Nintendo 
doing? A Rhino's ass would have more 
common sense. Why delay the NU64? This 
gives the Saturn and the Playstation a 
headstart. Okay, so there is the point of 
gaining money on the releases coming out 
for the Super NES like Diddy's Kong Quest, 
Starwing 2 etc, and then releasing the 
NU64. But instead of buying these games 
people will just go out and buy a super 
console instead, since the hype surrounding 
them is incredible. Also some of the compa¬ 
nies developing for the NU64 are from the 
UK, so therefore the UK should get the 
NU64 at the same time as the US and 
Japan. Nintendo shouldn't worry at all 
about the NU64 not selling over here 
because we're all going completely crazy 
about it and will steal our grandad's pen¬ 
sion for it. Please, please if there is anyone 
reading this write in and back me up and 
the rest of the Nintendo fans in the UK. The 
more demand for a worldwide release 
would convince Nintendo it's the best thing 
to do. 

Imran Yusuf, Harrow 


SEALLast month I could /lave taken any 
letter at random from the postbag and 
odds on it would have been just like this 


(ABOVE) You all think I'm going to 
say something cruel and sarcastic about this pic 
from Mark Cullinane, don't you? Well I'm not. 
I'm in a good mood today, so hah! 


out who can afford to buy games in 
bulk and reduc e their profit margins. 
That said, due to a Monopolies and 
Mergers Commission report Nintendo 
are investigating their pricing strategy. 
Let's hope they sort it out in time for the 
NU64. Sheesh, another sensible letter, 
what's wrong with you lot? 


ORDER! ORDER! 

DEAR SEAL 

Publish this letter because I've got some¬ 
thing to say to some of the NMS readers. 
QUIT SENDING IN YOUR CRAP RAPS AND 
SONGS AND STOP THIS KIRBY KRUD! 
DON'T YOU THINK SEAL DESERVES A REST 
FROM ALL YOUR RUBBISH? 

David Bryden, Troon 


SEAL:Now this is a really sensible letter. 
David Bryden is the voic e of reason - 
official. He's right, you know. All these 
crap raps wear a Seal down after a 
while. Can't quite agree on the Kirby 
issue though - especially in light of the 
veritable kornucopia of Kirby konsum- 
ables that we have in this very issue. 
The pink one still rules in my book. 
Kirby forever etc... 


SEALdt's like the big boss man at 
Nintendo says - 
it's hits not bits 
that sell games, 
and never was 
it more true 
than in the case 
of the humble 
Super NES. As 
the doom and 
gloom merchants 
haughtily predict 
its demise there's 
never been a 
better time to 


own one - espe¬ 
cially with titles 
like Killer Instinct, 
MKIII, Diddy's 
Kong Quest, 1552 
and Doom coming 
out. 


one. Strangely enough, this 
month the majority of letters 
are praising Nintendo's contro¬ 
versial decision to hold the 
NU64 back. It seems the true 
Nintendo fans are being sepa¬ 
rated from the faddish fashion 
brigade. I suggest you and Rob 
Jenkins go right ahead and buy 
whatever new machine you so 
choose, but, believe me, you'll be 
kicking yourself and wishing you 
hadn't spent £300 plus when you 
could have spent far less on a far 
superior machine. It's your funer¬ 
al, but we won't be shedding any 
tears. 


CAN WE TALK ABOUT SOMETHING 
ELSE NOW PLEASE.. 

DEAR SEAL 

AT LAST!!! When I was down town recently I 
looked at some Super NES 
games and noticed that the 
prices had finally come down 
to a reasonable level - about 
£40 instead of £50-60. 
Although there were one or 
two higher priced games I felt 
happy at the fact that 
Nintendo were at last being 
fair to their customers. Later 
the same day I went into a 
different shop and all the 
prices were very expensive 
again. What I would like to 


(LEFT) Why it's those charming 
characters from Dragonball Z. 
No name on the back though. 
(BELOW) Nice one, top one and 
a very sorted pic indeed from 
Paul Rigby 


know is have 

Nintendo really started to drop their prices? 
If they haven't they will lose customers to 
Sega and the likes. 

Daniel Brother, Huntingdon 


SEAL:Sorry to disappoint you, Daniel, 
but the current pricing of Nintendo 
games is pretty much down to how 
much profit the individual retailer wants 
to skim off and not to Nintendo them¬ 
selves being generous. As a rule it's 
always worth checking out big retailers 






IW-IW 


Poor old Rob Jenkins. Poor old Rob 
Jenkins nothing!!! “Poor”o!d Rob 
Jenkins was actually rewarded for 
his outrageous opinions. You see 
these pages are sponsored by those 
most magnanimous Mancunians, 
Ocean - purveyors of fine software 
tides to the crowned heads of 
Europe. And stuff. So don’t forget to 
write the tide of the game you'd like 
to win, Just in case you manage, by 
some freak act of supreme spawn, to 
win letter of the month and, who 
knows - one of their top games like 
Super Turrican, Putty Squad or 
Pocky and Rocky 2 could be yours. 
C’est tres JoHe, non? 
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BAKE BEIEASE 
WHAT TO BUY 


HEW TECHHOIOSY 


READER SYSTEM 


Fresh from the E3 this month returns our lanksome Ed, Andy. 
So charged full of gaming info, gossip, rumour and half-truths 
is he that I doubt if there's single consoling question he can't 
answer. Okay, so there might be the odd one or two. Or three, 
but, hey, he's only human you know. Look, he's been under a 
lot of stress recently - he had to attend Gary Harrod's wedding 
after all. Blimey! Will you give the guy a break, he's not been 
well either - had a sore throat. Alright, alright. Leave him 


alone or I'm calling the police. Still here, eh? Okay, you asked for 
it - here's Paul Davies. Don't say you weren't warned. LIISSSEN 
RIGHT. LEEAVE 'IM BE OR ME AN' KIRBY'LL COME AND DO THE LOT 
OF YOU! WE WILLLL...Oh yeah, if you think you have any questions 
to question Andy's almost flawless gaming intellect send 'em in to. 

I HEREBY UNRESERVEDLY APOLOGISE FRO SNIGGERING AT ALL 
BISCUIT-RELATED JOKES PERTAINING TO YOUR NAME ANDY. 

Q&A, NMS, 30-32 Farringdon Lane, London EC1R 3AU. 



BRUCE WILLIS IS 
BALD 

DEAR ANDY 
It has taken me a long 
time to rake these 
questions together, so 
it would help if you answer 
them for me. 

1. With all the screenshots of 
in-development games for the 
NU64, when can we expect a 
picture of a prototype? 

2. Now we have the Virtual Boy 
and the NU64 coming in, how 
many years do you think are 
left in the Game Boy? 


3. Which big titles can 
we expect to see on the 
Game Boy in the 
future? 

4. With Die Hard 1 and 
2 and the forthcoming 
3, is there any sign of 
any games linked with 
the films? 

5. For games like 
Theme Park you need a 
Super NES Mouse to 
control it. If you don't 
own Mario Paint and 
don't really want to, 
how do I get hold of 
one? 

6. Jim Carrey's The 
Mask was an excellent 
film. Is there going to 
be a game based on it 
at all? 

7. Now all the games 
for the NU64 are com¬ 
ing out of their respec¬ 
tive corners, most of 
them have one thing in 
common - they're all 
rendered. Fair enough, 
rendering is a neat 

effect, but it will get very boring 
if all the games (except Doom) 
come out rendered. Will there 
be a vast difference i the type of 
graphics on the games? 

Jamie Noy, Dorchester 


O ANDY: I. This issue 
has fust such a pic- 
ture^ dear boy. 2. f 
reckon there are 
plenty of years left in it. It 
will certainly outlast the 
Super NES. It's cheap, 
portable and has a massive 
stock of great titles available 
with loads more in the 


pipeline. 3. Keep an eye out 
for Earthworm Jim, Picross, 
NBA Jam TE, Primal Rage, 
Zoop, Killer Instinct and, nat¬ 
urally, Donkey Kong Land - 
all extremely topper. 4. Lordy 
I hope not. 5. You don't actu¬ 
ally need a Mouse to play 
Theme Park. You should be 
able to find one at the big¬ 
ger retailers like Future Zone, 
but if you have no luck there 
try writing to Nintendo them¬ 
selves. 6. Yep, THQ are han¬ 
dling it. Pics of it should be 
in this issue somewhere. 7. 
Good point, it would be bor¬ 
ing. I predict that most early 
releases for the wunderma- 
chine will have rendered 
graphics just because the 


machine can handle 'em. I 
doubt it's the last we'll see of 
good old sprites though. 


IWANTMYR.RG 

O DEAR ANDY 

For some time now I 
have been filled with 
questions and queries 
of a gaming nature and it has 
just occurred to me to put them 
to you. So here goes... 

1. Have you any British release 
dates for Final fantasy 3, 
Illusion of Time, Might and 
Magic 3 and Wonder Project J? 
2. Would the NU64 be worth 
getting over a PC in terms of 
games not price? 




I 
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3. Any more news on Mona 2? 

4. Could you tell me any more 
about the game Crystal Beanz 
and the Hi-Vision system men¬ 
tioned in issue 29? 

5. Everyone has suddenly gone 
quiet over Project Reality. Is this 
now just a lost cause? 

6. Will Settlers ever be convert¬ 
ed for the Super NES? 

7. Finally, will there be any 
decent RPGs for the NU64? 
Andrew Burdon, Cranlingfon 

O ANDY: 7. Only 

Illusion of Time is 
actually being 
released over 

here(June 21st), the rest are 
either too expensive (16 meg 
or more) or too ka-ka to be 
released. 2. The PC certainly 
has a vast library of top 
quality games and the CD 
ROM stuff is just fab. 
However, the NU64 can do 
anything a PC can do and a 
bit more besides, and you 
just can't ignore the price 
issue. You'll need to invest 
around £1500 for a half 
decent PC and then the 
peripherals have an annoy¬ 
ing habit of becoming obso¬ 
lete within a few months - 
quad speed CD drives any¬ 
one? The NU64 will be con¬ 
siderably cheaper and you 
won't have top fart around 
with your AUTOEXEC to play 
games on it either. 3. More 
news on that little gem very 
shortly. 4. No. 5. That's 
because the name was 
changed to Nintendo Ultra 
64. It's quite big news at the 
moment apparently. 6. Not 
as far as I know. 7. 
Squaresoft are hard at work 
on one and there is 
rumoured to be some sort of 
rendered Mario RPG too, so 
I'd say an emphatic YES! 




MATT LE TISSIER 
WRITES 

DEAR ANDY 
Just before I start ask¬ 
ing any questions I 
would like to say how 
good your Q and A section is. 
The following questions are 
totally non-offensive. 

1. My brother has £70 and I am 
a sneaky sod. So how would 
you say I spend it? 

2. I only have a measly £15. 
How would you say I spend 
that, your majesty? 

3. Is the Firemen on the Super 
NES any good? 

4. I am hopefully going to buy 
the legendary Mario Kart. If I 
can't find it I will buy 
Bomberman 1. Is this a cool 
idea? 

5. Where in Southampton 
would I find the legendary 
Mario Kart? 

6. I will soon be getting £40, 
should I buy Stunt Race or a 
Super Game Boy with DK 95, 
Wario Land and Wario Blast? 

7. Erm, this is a stupid question, 
but what does Q and A mean? 
Eddie Learman, Chandlers Ford 

ANDY: 1. You could do worse 
than buy me a new 
question answering 
cravat. This one's 
getting a bit worn 
out from responding to daft 
questions like this. 2. How 
about a slap up feed too? 3. 
It's on fire, matey. 4. The 
coolimost. 5. I'd try a video 
game shop. I find them quite 
useful in such matters. 6. 
Tricky one. After much con¬ 
sideration I'd say the Super 
Game Boy. You can probably 
find Stunt Race cheaper. 7. 
Now you really are pulling 
my plonker, aren't you. 







TO DIE WITH HONOUR 

DEAR ANDY 
Please answer my 
questions or I'll commit 
hari-kari. 

1. Could you give me a cheat or 
two to help me complete Wing 
Commander: The Secret 
Missions, because I'm going 
nowhere fast? 

2. Are there any Dune games for 


UP THE WOODEN 
HILLS... 


O DEAR ANDY 

Please can you answer 
my questions. 

1. With the NU64 com¬ 
ing out, will we have to buy a 
different TV for it? A HDTV per¬ 
haps. 

2. When is the Virtual Boy 
coming out. 

3. On ISS whenever the players 
celebrate from scoring, a part of 
the goal is missing and is usually 
somewhere in the middle of the 
pitch. Have you had any trouble 
with your copies? 

Colin Dunwoodie, Bedfordshire 



BRAZIL 


SERMWIIV 


the Super NES? If not, why not? 

3. Which game is the best 
graphic and playability-wise - 
Super Battletank or Turn and 
Burn? 

4. Why are Armadillos crunchy 
on the outside and soft on the 
inside? 

David Leahey, Peterborough 

O ANDY: 1. My best tip, 
and forgive me if 
this sounds a bit 
harsh, is to put the 
cart away and never go any¬ 
where near it again. 2. 

Nope, and what a shame it 
is, especially as Battle for 
Arrakis on the smegadrive 
was such a great game. 3. I 
prefer Battletank me, I do, 
myself like. 4. Who am I? 
David flinkin' Attenborough! 



O ANDY: 1. No. Well not 
until it is broadcast 
standard - probably 
sometime in 2356 
when we'll be on the Ultra 
416, or something. 2. Grrr! 
Nintendo UK will not commit 
to a release date, or even if 
they are going to release it at 
all. 3. Never had that prob¬ 
lem. Are you playing it 
through a convertor? If not, 
write to Konami. 
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Doom is the most colchratod of 32-bit 
games, bringing an incredible level of realism 
and excitement to the sboot ’em np genre with 
its stunning texture-mapped 3D visuals and 
fierce blasting gameplay. And now, against all 
the odds, the game bas appeared on Super 
NES - yes. Super NES - and the result is, quite 
simply, stunning. 

It's good news all round, actually. For starters, unlike 
Sega owners, you aren't going to have to shell out 
£150.00 tor an expensive upgrade in order to play this 
game. All the necessary add>on technology is contained 
in the cartridge in the form of the proven Super FX2 chip. 
Coders Sculptuied Software (f)reviously responsible foi the 
awesome Mortal Kombat conversions) have confirmect that 
the 16-meg game has every feature from the original PC 
game. Unlike the Megadrive 32X version, all of the monsters 
and bosses are present from the original PC game, along 
with the entire rcinge of wecipomy (ranging from your fists, 
through various projectile weapons up to the awesome plas¬ 
ma-spewing might of the BFG-9000). Also, unlike the Sega 
game, there are no borders oround the playing circa - the 
action is full-screen and most impressive at that. 

It has to be said that some compromises have been made in 
the conversion. The FX2 chip may be powerful, but to keep 
things running at a reasonable S()eect Sculptured have 
reduced the resolution on the texture mapping and monsters, 
resulting in a display hlockicr than the other versions. It isn't 
quite as smooth cither, although the programmers are aiming 
for a frame rate roughly comparal)lc to other FX games like 
StarWing (around 15 frames a second). 

Considering that Doom on the Super NES is the only 16-hit 
version of the game, it remains sur prisingly close in terms 
of look and is almost identical to play. 

What's more. Sculptured still have plenty 
of wor k to do on the game and hope to 
better their efforts still further. The gome 
we played did have a tendency tc:> slow 
down noticeably on the odd c'lcccision and 
apparently that's one of the problems that 
Sculptured are fixing as we speak. 

This is definitely the most exciting FX 
project we've seen in quite some while 
and we'll he following this one closely. 

The game is scheduled to he released in 
the States at the beginning of Sef)temher 
and should hopefully hc^ available in the 
UK before Christmas, providing that one 
sensible publisher picks up the European 
rights. Stay tuned... 




NU 64 DOOM: NEW DETAILS! 

Fhc Super NES version of Doom is incredible enough, hut new details have 
emerged concerning the forthcoming Nintendo Ultra 64 conversion. Put singdy, 
the NU64 game will definitely l^e the greatest version of Doom available. It 
should combine the smooth action of PC Doom running on a Pentium alorui with 
far superior texture mapping. Bilinear interpolation is being employed, which 
means that unlike the PC game, the texture-mapping will not appear l)locky at 
close range. The NU64 game will also l^e in 24-hit colour that numns millions of 
colours on-screen. 

Unlike other Doom conversions, it won't simply he a port of the PC title. Williams 
are promising entirely new levels, new texture maps, new music and several new 
monsters. The definition of the graphics should also l)e far super ior to curri'nt 
versions - Williams are using Silicon Graphics technology to provide' he'tier looking 
moanies. Doom is expected to he ready for release with the launch of NU64 in 
America next April. 


BLOOD 'N' GUTS 

One of tlu^ most appealling asf)ects of the original 
Doom game was the violence and gore. 

The corridors c'lf Doom hexome litter(xf with the 
l^rok(Mi, l^loody cor fuse's c')f the dt'cid and sc^rnc? of 
the mcHinies' death sec^ucMices can hc^ cjurtc^ 
grotesc^ue, involving liberal ejuantities of ketchup* 
flying ahc:>ut at just al)c')ut any given moment. The ( 
good news is that unlikes Wolfc'nstein 3D (Dexxn s ^ 
pr’c'c irrsc'ir), ilu' gcinu^ cifif^t'ors totally uruiMisorcMl on 
Ix'rth Supc^r NES and NU64 Appre^riate warnings 
are givt^n on tlu^ f)ackaging. 




CLUB 









EVERY FEATURE? IMPOSSIBLE! 


MULTI-PLAYER ACTION 


PC Doom is renowned tor its awesome multi-player 
battles. Each player has their own computer and 
screen and play against other Doom gameis via a 
network or modem. Sculptured have confirmed that 
some form of multi-player tournament will be 
included in Super NES Doom most likely compati¬ 
bility with the X-Band modem system (which would 
mean that two-player battles would be possible). 


GAME DATA 


• GAME: DOOM 

• BY: W/LUAMS 

• BELEASE: TBA 

• GAME TYPE: SHOOT ‘EM UP 

• PLAYERS: 1 

• CART SIZE: 16 MEG 


(ABOVE) You tiufst hr woiidri iinj 
whrir all the monstcfs have gone. 
Simple. I killed 'em all. Me and my 
hip pun of desolation. Yeehahahah! 
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BY JOVE 
MISSUS! 

The game is a colossal 32- 
meg and Is bound to be 
super-expensive If it's 
released over here, but MK3 
fans pre bound to get their 

money's worth as the conversion appears to have 
captured just about every facet of the arcade 
machine. In fact, despite the lower resolution and 
fewer colours, it looks and plays exactly like the 
Sony Playstation version - but without the Irritating 
loading times. All praise the Super NES and Williams! 


FT777 


II 


The latest version of the Mortal Kom^t 
released in the arcades^ to somethhig of ^ 
arcade-goers across the globe. For die-i 
is a dream ^me true as in 
extension oltlieir 
characters, new moves and 
secret bits to learn about 

For those out there expect¬ 
ing more (like the NMS 
team), the game Is some¬ 
what disappointing, seeing 
as the control mode Isn't much 
improved and the basic gamepla^ ^ 
is hardly any different at all from 
MK2. This doesn't alter the fact 
that, once converted onto the 
home systems, it's probably going 
to bo a runaway hit. At the recent 
E3 show, Williams revealed a 
near-complete Super NES version 
of the game on their stand, which 
was greeted with much enthusi¬ 
asm by the assembled masses, 
eager as they were for quality 
1 6-bit wares. 


'Ci 

* 


There was much excitement about the prospect of a NU64 conversion of MK3 - probably because it's the only next 
generation version of the game that stands any chance of bettering the coin-op. We can reveal that newcomer GT 
Interactive has signed up the rights to produce the NU64 version, with an expected release date in Europe (yes, 
Europe!) in April 1996 - providing the system has actually been released over here by then. Williams themselves are 
keen to get to grips with the NU64's hardware and are expected to carry out the conversion themselves. The game 
should be superb on NU64 and unlike the Sony and Sega games we won't have to worry about CD loading times - 
yet another example of the Nintendo's Inevitable conquest and domination of the entire world! Ahahahahaha! 



C2SS 



ENTER THE ULTIMATE CODE! 


Those daunting words appear at the end of every bout of arcade MK3, basi¬ 
cally inviting you to enter a series of symbols on your next game. There are 
millions of possible code combinations, many adding strange quirks to the 
gameplay. At its most basic form, the system can be used as a level-skip, tak¬ 
ing you right up to the eerie confrontation with the final boss. However, 
stranger codes include disabling throws (a nice touch for expert players), turn¬ 
ing the lights out and fighting in the darkness as well as removing the special 
moves. This is just one of the areas that the coin-op succeeded in improving 
upon MK2 and this feature is fully included on the Super NES game. 



Let's face it - the only reason MK has really 
been that successful is because of the 
blood-letting that Williams practically 
invented. MK fans will no doubt feel a 
strange loosening of the bowels when they 
discover that MK3 features a whole host of 
new and exciting homicidal methods - all of 
which are scheduled to appear in the Super 
NES version. MK3 also features some new 
death-related features, including a mercy 
option that gives your opponent some ener¬ 
gy back (so you can kill them all over 
again). The fabled animalities of MK2 
(which never existed) DO appear in the 
• sequel. As the name suggests, performing 
these moves morphs your foe into a small 
animal - a move intended to inflict maxi¬ 
mum humiliation upon the hapless fool 
playing you. Any softies out there hoping 
for friendship moves or "babalities" are in 
for a bitter disappointment. The coders 
have no time for such nonsense and have 
used all of the available memory to cram in 
death, death and more DEATH. 




Sculptured Software (creators of Super NES Doom) are the team behind the 
latest MK game, having already handed over near-perfect conversions of the 
first two Kombat arcade games. Apart from slightly smaller sprites, the game's 
just as close a conversion as Mortal Kombat 2. Well, see for yourself with these 
screenshots. The big question is will the game actually get an official release? 
While there was a bidding war over the Nintendo Ultra 64 rights, the race to 
sign up the 16-bit versions isn't over yet and a lot of publishers are wary of 
releasing any more high-meg Super NES games. Still, we daresay that a title a 
hot as MK3 will eventually reach these shores - we'll keep you updated. 


rs////o 


• GAME: MORTAL KOMBAT 3 

• BY: WILLIAMS 

• RELEASE: TBA 

• GAME TYPE: FIGHTING 

• PLAYERS: 1-2 

• CART SIZE: 32 MEG 
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in PROBRISS Wiaim 


This summer, one of the most eagerly anticipated movie sequels e vei 
is due to impact on our cinema screens. It's Batman Fore ver^ 

I/a/ Kilmer as the legendary Dark Knight and Chris Oja^00grRobin. 
Also starring are Jim Carrey as the Riddler and Toi^0m^ones as the 
sinister Harvey ‘‘Two Face" Dent We cannol,^0mi!r wait.. 


Making an altogether smaller splash across morrttdr screens across the world at 
approximately the same time will be Acclaim's tfe-in game-of-the-movie, starring, er, 
some stuntmen from the movie that they difi^sed up in costumes and filmed against 
a blue screen for motion capturing. Not that we should really mock - what with Jim^ 
Carrey commanding some of the highest wages in Hollywood at the moment, stur ^ 
men is probably all Acclaim could afford. ^ 

The game itself is basically a platform beat 'em up spreading over some 60 villain^ 
infested stages. Players may choose either Batman or Robin to control but, alas, 
gameplay is co-operative and there is no option for batty Boy and the Robster to go 
head-to-head. Bah. As well as motion-capture technology. Batman Forever is also 
boasting some fine rendered backgrounds to lend extra realism to the proceedings. 
Should be one to keep an eye out for, we reckon. More next month. 


WEBmBmiNA NEWTWO-PUitEfiiQVENTURE! 
MANGLE WITH THE RIDDLER! TANGLE WITfijWe-FACE! 
BIG MEN IN TIGHTS ACTION AHOY! 



GAME DATA 


• GAME: BATMAN FOREVER 

• BY: ACCLAIM 

• RELEASE: SUMMER 

• GAME TYPE: PLATFORM 

• PLAYERS: 1-2 

• CART SIZE: 16 MEG 






Just when you thought it was safe to assume that 
I ) Acclaim's forthcoming swashbuckler, Cutthroat 
! j Island, was not attached to some kind of film or 
' [ sport licence, you learn that it is, in reality, based on a movie that 
\\we haven't heard of yet. 


wise is into a 

platform slash 'em up - but with a twist. The ultimate aim of the 
game is to locate and piece together the missing bits of a treasure 
map, each located in a different part of the island. Players may 
choose to visit these locations in whatever order they please so, 
potentially, it's a different adventure with each play. But, more 
novel, is the fact that players can win real treasure in the game. 

they have located all the map pieces a message flashes up 
wBltojaap layers where to write to to enter a real-life treasure 
hunt Keys. Honestly, the lengths software houses'll go 

to to shift prOTlfcyh^ese days... 


j mean, what is it with^caaf^W^P^|^j|||||^gs?^st not tc 
about it too long. Let's instead take a Brieno!^^B||j||^yTTe 
hand. As mentioned, it's based on a forthcoming moviCT^I 
surprised jfbt to have heard of it before seeing as it's directei 
Rene "Dj|f Hard" Harlin and stars Qeena "Thelma and Louise 
Davies ^d Matthew "Erm..." Modin^fc^^main protagonis 
■■ll^f the film's plot are sketchy bu^W||h|||Lr^lates gar 


GJIM£ DATA 


• GAME: CUTTHROAT ISLAND 

• BY: ACCLAIM 

• RELEASE: SUMMER 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 16 MEG 


stuff - sole player starts as rookie and fights way to the heavyweight 
championship via 20 pro fights culminating, presumably, in a bout 
against Big George, but what does distinguish For Real from other 
contenders is its use of blue screen and motion capture technology. 
The movements of real boxers were used to produce some very 
convincing sprite animation and their heads were scanned in 13 
different positions to give realistic expressions and reactions. The 
game also features three levels of skill. Exhibition, Tournament and 
Career modes and a Custom feature enabling players to practice 
against any one of the 20 fighters. Better start training then... 


U^^pKn^n, boxing titles have been making a bit of a comeback 
l^^onsole recently. Foreman For Real reckons to be a bit more 
special than the rest though. Gameplay-wise it's fairly conventional 


GAME DATA 


• GAME: FOREMAN FOR REAL BOXING 

• BY: ACCLAIM 

• RELEASE: SUMMER 

• GAME TYPE: BOXING SIM 

• PLAYERS: 1 

• CART SIZE: 16 MEG 


It's funny. Most American sports have, to some degree or other, "caught on" in this country, while 
Baseball has never quite captured our imagination. The nearest we get to it is in the various "softball 
leagues. In the states only children play softball. The reason for the sport's comparative non-popularity 
is simple - it's just not as good as Rounders! 

I doubt whether Acclaim will ever get around to producing 'Mrs. Pilkington's "grass-stained PE kit" 
Rounders' for the UK market. So in the meantime, if it's small ball-spanging console action you seek, 
you could do far worse than look up Frank "the Big Hurt" Thomas and his rather impressive Baseball 
sim. 

Big Hurt Baseball is yet another game to utilise Acclaim's motion capture facilities. Frank Thomas him- 
sell'i for two six-hour sessions to produce the most realistic Baseball animation to date. 

But as we all know great graphics are nothing without great gameplay. Fortunately Big Hurt has more 
than it's fair share of that too, and talk about stats - Big Hurt has in excess of 700 pro players, each 
with individual attributes. There are also several modes of play including Exhibition, Season, Play-off 
and special Top-of-the-Ninth scenarios placing gamers in actual nail-biting "crunch time" situations. 
Whatever they are. 
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Holy Water 

Conventional - Weak, but with 
a wide area of effect. 

Crash - A brief downpour of 
holy rain cleanses the area. 




Magic Tome 

Conventional - Revolves around Rihiter 
forming a protective shield. 

Crash - Briefly casts a bigger circle of 
Magic Tomes. 


Pocket Watch 

Conventional - Slows down the 
movement of minor enemies. 
Crash - Slows even the move¬ 
ment of Bosses, and causes 
physical damage. 


RICHTER BELMONT 

While his friends studied Mathematics and 
English at school, Richter Belmont was 
duty bound to stay home, where his 
chosen subject inevitably became history. 
From what he has learned from his family 
notes and by developing some new 
techniques of his own, Richter has honed 
his skills to become _ 
a^orthy Vampire 


TO SLAY A VAMPIRE 

Richter has discarded many of 
his ancestors' whip routines in 
favour of a spectacular line-up 
of magic spells, summoned 
through the mystical range of 
accessories available to him. 
He's also given the option to 
switch between items for 
a limited time after 
first picking one up, 
meaning he's less 
likely to get landed 
with something inap- 
propriate. In addition, 
Richter has also per- 
fected an evasive back- 
flip manoeuvre to 
ensure his safety. 


LONG AimUTED SEQUEL 


Discard previously held item 


l ("i r I 

Hmm. Maybe that last item 
better! ' 


was 






TO ALL-TIME HORROR CLASSIC! 
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Knife 

Conventional - Damage is 
weak, but attack is fast. 

Crash - Throw scores of knives 
in any direction. 


Cross 

Conventional - Easy to aim and 
powerful. Returns like a 
boomerang. 

Crash - A giant cross rolls over 
and crushes the enemy. 


GAME DATA 

• GAME: CASTLEVANIA V 


• BY KONAMt 

• RELEASE: SEPTEMBER ' 

• GAME TYPE: PLATFORM 

• PLAYERS: 1 

• CART SIZE: 16 MEG 


Whip 

Conventional - Initially made of 
leather, but can upgrade to one 
made of chain. 

Crash - Is transformed into a 
giant tongue of holy flame! 


Axe 

Conventional - Difficult to aim, 
but powerful. 

Crash - Ghostly images of axes 
are dispersed. 
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Quick! Bury your fridges! B!ock your exhaust pipes! Extinguish aii 
bonfires and, for gawds sake stop those farm animais farting! Do 
anything, however desperate, to prevent the Ozone iayer from 
depieting and we might - just might - not have to bear witness to 
one of the most chronic movie storyiines of aii time - Waterworid! 

The full story of Waterworid is far too complicated (and cack) to explain here. 
Suffice to say it takes place In the near future, where, due to global warm¬ 
ing, the polar ice caps have melted and, like, totally flooded the whole 
world. Those who survive bandy together on makeshift, motorised islands, 
known as Atolls, roaming the seas in an unending search for the most prized 
commodities - soil, for growing food and oil, for powering the Atolls, which 
they must trade with the nefarious "Smokers" to obtain. Their ultimate goal; 
to find land. It all goes a bit wobbly at this point - something to do with the 
map to the promised land being on a little girl's head! 

Waterworid has already become one of the biggest, most expensive movies 
of all time - and it's not even finished yet! Unsurprisingly, it took one of the 
biggest egos in Hollywood to make it - Kevin Costner. So who better to pro¬ 
duce a game based on the watery exploits than one of the biggest software 
houses around - Ocean. That's almost a pun actually. 


SMOKING KILLS 

The basic game in Waterworid is broken up into 
three distinct styles. The first has the player at the 
helm of a catamaran in the role of "The 
Mariner", the hero of the movie played by 
Costner. The object being to protect the Atolls. A 
task made harder by the fact that the seas are 
patrolled by Jetski-straddling seadogs - the 
Smokers. It is the Smokers who control the vital 
Oil supply. Lead by the sinister Deacon (Dennis 
Hopper in the film), they are particularly partial to 
invading the Atolls and making off with all the 
poor Atollers' stuff. The result in the game is an 
isometrically-viewed shoot 'em up as the seas lit¬ 
erally swarm with Smokers riding Jetskis and 
aboard powerful gunboats. Eek! 


















He^i» got a big set of 

bloke. The nex^ecliajy 
^^t^'game secs him \p Man- 
' frort|-Atlantis mode, swimming, 
*TBhoi/t aqualung or snorkel, 
^rrr€ng^he sunken cities in 
I search of treasure. Not what 
‘ you or I would deem treasure 
though - in this particular future 
money is of no use, recycling is 
everything and such commodi¬ 
ties as soil and bottles are high- 
ly-prtzed. Actually finding these 
items is made harder by the fact 
that the crumbling cities form 
ad*hoc labyrinths, ancQhere's 
probably tii4||^|d sTflB^^ky t ^ 
down there t^^tb say nothing 
of the unfriendly marine4ife.1n 
the finished version of th^ame 
the mariner will undoubtedly 
have a limited oxygen supply as 
well. No lungs can be thpt 
capacious. ^ I 


! 



! 

! 



FANTASY ISLAND 

Once enough of the Smokers have been dis¬ 
patched a gate^pens on the Atoll and the 
Mariner is allowed to enter for the next part of 
the game. Yep, it's the platform bit. Although it's 
still very early in development these section fea¬ 
ture some of the largest sprites seen in any plat¬ 
form game and great animation too. The plat¬ 
form levels of the Atolls are infested with yet 
more Smokers. The Mariner, who looks nothing 
like Kevin Costner if you ask me, has two meth¬ 
ods of stubbing them out. At close 
range a quick slash of his cutlass is 
very effective, but why risk counter 
attack when a blast from one of 
his many weapons will do just as 
well? The Mariner is able to 
equip himself with more power¬ 
ful armaments by visiting the 
trading post upon successful 
completion of a stage. 


GAME DATA 

• GAME: WATERWORLD 

• BY: OCEAN 

• RELEASE: TBA 

• GAME TYPE: ADVENTURE 

• PLAYERS: 1 

• CART SIZE: 16 MEG 





Waterworld is still in the very 
early stages of development 
but, as you can see from these 
screenshots, it's already looking 
pretty impressive. Will it make 
a big splash in the gaming 
world, or sink without trace - 
just like the main set in 
Costner's costly 
movie. Keep 
a periscope 
raised to 
these very 
pages over 
the next few 
months to find 
out... 
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MARIO’S PICROSS 


PUHY SQUAO 


NINTENDO 

-o^vV -V: game boy 


OCEAN 

SUPER NES 


Okay, so it might look like a particularly tricky crossword puzzle and all Mario 
actually does is stand in the corner blinking, but, believe you me, Picross is 
one heck of an addictive title. The theory is to use a series of numerical clues 
to determine a hidden picture. The reality is a hair-tearingly good game of 
logic against the clock - and one that is, for once, better on the Game Boy 
than the Super Game Boy. The best Game Boy puzzle game since Tetris. 


A must buy for all those of you fed up with 
the same old, same old in your platform 
games. Putty is certainly one of the most 
original characters to have graced the 
Super NES and is one of the few to utilise 
all six buttons in play. The actual game's 
pretty good too - it uses Putty's abilities 
well, is large and quite ridiculously chal¬ 
lenging in later levels. Every platform fan's 
home should have one. 



OCEAN 

SUPER NES 

Platform blasters don't come 
much more platformular nor 
blastastic than Ocean's excellent 
Turrican 2. Guide your 
armoured star soldier through 
multitudinous levels of some of 
the most explosive action seen 
on the machine. Loads of 
weapons, loads of noise. 

Boom! Shake the room! as 
Jazzy Jeff once said. What 
kind of name is "Jeff" for a 
rapper anyway? How about 
Krazy Keith, now that's a 
cool name... 










































FEVER PITCH 

: us GOLD 

SUPER NES 

As football titles go Fever Pitch is pretty splendid and a game 
that distinguishes itself amongst some strong competition by 
virtue of the fact that it doesn't pull its punches - literally! It's 
a late-tackling, diving for penalties, barging, dirty play-fest of 
a game - real Eric Cantona stuff and how all football should 
be played if you ask me. Appalling behaviour aside, there's a 
tidy game of normal football in there too, with all the teams, 
plays, leagues and challenges you could wish for, for one or 
two players too. The only Super NES soccer game to have 
given ISS a decent run for its money in recent months. 



■ ITfl e - ‘i RUM 



JUDGE DREDD 


ACCLAIM 

SUPER NES 

The 2000AD hero finally gets a decent game all to himself. 
Although I suspect we probably have Sly Stallone to thank for 
that. The game itself is fairly standard platform affair with 
Dredd patrolling the Mega City environs dispensing his 
unique brand of "justice" to the various perps, crims and 
lowlife scum knocking around. Special mention should 
be made of the graphics which, although on the 
small side, are very detailed. Not all it 
could have been given the , ^ - 

amazing licence, but ‘ ^ 

definitely worth a look, . 

especially for Dredd fans. . . 
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Nintendo* 


Magazine 
Ordering 
Service at 

WH SMITH 


CU Amiga together with WH Smith bring 
you this service FREE OF CHARGE. 

As CU Amiga is a listed publication in 
WH Smith this means that you can buy it 
through a regular order. 

WH Smith will ensure that your magazine 
goes into a personal folder instore. 

All you have to do is regularly collect 
and pay for it. 

Call into your local WH Smith branch 
for details. 


WH SMITH 


MAGAZINE SYSTEM 

















fVHOAN KELLXE"' 

ISSUE #55 OF NI^S IS ON SALE FRIPAY 2IST 


NEXT 


THERE'S AN EXTRA-SPECIAL TREAT 
IN STORE FOR ANYONE WHO POYS 
ISSUE #55 OF THOSE 

CRAZY HEAPS AT SHiNY 
ENTERTAINAAENT HAVE GIVEN US THE 
C5KCLU5X^ PREVIEW OF 
EARTHWORM JIM 1 , A GAME SO INSANE 
IT'LL MAICE YOUR PRAiN PO PAClC-FLlPS |N 
YOUR SICULL/ 


ANOTHER game GUARANTEEP TO 
MAICE aREPRUM SOUP OF YOU 
NEXT MONTH IS ZOOP - 
VIACOM'S POWER-HUNGRY 
MINP-MELTING PUZZLER. WE'VE 
ALSO TOTALLY C%CLUdX^ 
PREVIEWS OF INTERNATIONAL 
SUPERSTAR SOCaR 1 . 
CASUEVANIA V; VAMPIRE'S 
WSS ANP. OF COURSE. MORE 
ICILLER INSTINCT' 





Jungle Strike 
and Desert 
Strike are 
trademarks of 
Electronic Arts. 


on the GameBoy is 


Super Gamer 88% 


OCEAN SOFTWARE LTD • 2 CASTLE STREET ■ CASTLEFIELD • AAANCHESTER ■ M3 4LZ • TELEPHONE: 0161 832 6633 ■ FAX: 0161 834 0650 





















BVBRY Ant> 

MY f^Ace. v^tfH CfAY PAILY ^ACB WASH. 

t'f CL£Ws Mr of Au. -ffti e-A^e A m fA^CK 

iVArcAv^^i W$- H'S mP/CAT^A /-r 

Wt^ ^TflU'fM& 0A<^/Z.IA\ -fAAA-tVPM. 
/ef'i fAC& If. Ipotfr AAtJfSfirfs Meiim yPHYUfS. 

5P'’7? ? ^xYcifTe. m w/Th 6xrie! 

6Xy itimMcar mm mim -MHArs mM UHL-exrm vfym 'm\ m. mitm. 




















